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priority of JP 2004-083248, filed 22 March 2004, the entire contents of each of which are 
hereby incorporated by reference. 
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TECHNICAL FIELD 

The |H ! e!»e«44m»ei»^techaology herein relates to a game apparatus, a game 
program, a storage medium storing a game program, and a game control method. More 
specifically, the present invention t echnolog v relates to a game apparatus, a game 
15 program, a storage medium storing game program, and a game control method which 
control the display of game images between a first display portion and a second display 
portion according to a user input. 

gRIQRAj^BACKGROUNP AND SUMMARY 
20 A handheld terminal with touch panel, for example, is disclosed in the document 1 

(Japanese Patent Laying-open No. 4-369027). In the handheld terminal of the document 
1, two screens are vertically arranged. One screen is provided with a touch panel, and on 
the screen, a keyboard image is fixedly displayed for an operation input. 

Also, one example of a hand-held game apparatus utilizing two screens without a 
25 touch panel is disclosed in the document 2 (Japanese Patent Laying-open No. 58-1 16377). 
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In the hand-held game apparatus of the document 2, two screens are vertically arranged, 
on the upper screen, an image of appearance of a building is fixedly displayed, and on the 
lower screen, an image of the interior is fixedly displayed, and a character and a manner 
in which oil falls are displayed by segments. 
5 In addition, one example of a playing apparatus utilizing two screens without a 

touch panel is disclosed in the document 3 (Japanese Patent Laying-open No. 
2001-70647). In the playing apparatus of the document 3, one display screen is vertically 
divided into two, and a battle-type shooting game is played in which characters battled 
with each other are arranged in each of the divided areas. Then, the areas displaying the 

10 respective characters are switched according to a predetermined condition such as a lapse 
of a predetermined time period or success of a specific attack, for example. 

Furthermore, one example of an operation device of an image display apparatus 
utilizing a touch panel is disclosed in the document 4 (Japanese Patent Laying-open No. 
2000-134503). In the operation device of the image display apparatus in the document 4, 

15 images are switched according to a touch position on the touch panel. For example, on 
the image display apparatus, an image of a swimming fish is displayed, and if the touch 
panel is touched with a finger, the touch position and a position of the fish are compared 
with each other, and when the both are within a range of a constant distance, the image is 
switched to an image where the fish swims away from the touch position. 

20 In the handheld terminal of the document 1, the keyboard image for an operation 

input is only displayed on the screen with touch panel. This is suitable for a text input and 
an input of still image information, but fails to disclose display of an operation input 
screen for a movie display, such as a video game, etc. and a displayed content 
corresponding to the operation input, and fails to clearly show usage (displayed content of 

25 software), that is, how the two screens are specifically utilized in the video game. 
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Also, in the hand-held game apparatus of the document 2, as to the images 
displayed on the upper and lower screens, the background is fixedly displayed, and the 
moving character and the oil are displayed by segments. Then, by operating the operating 
means, display positions of the characters on the two screens are controlled. On the upper 
and lower screens, the images of the appearance of the building and the interior are 
merely fixedly displayed, and it fails to disclose a control of the usage of the two screens 
relating to an operation by an input means with touch panel, for example. 

In addition, in the playing apparatus in the document 3, the display areas of the 
respective characters are switched according to the predetermined condition, such as a 
lapse of a fixed time period, success of the specific attack, etc., but this merely intends to 
cancel inequality of a playing condition between the players due to the positional 
difference, and it fails to disclose a control of the usage of the two screens relating to an 
operation by the input means with touch panel, for example. 

Furthermore, in the operation device in the document 4, depending on the touch 
position of the finger on the touch panel, output image data is simply switched, and it fails 
to disclose a control of the usage of the two screens relating to an operation by the touch 
panel, for example. 



Therefore, «4s«-fffk«aF?-0kreefef*fe^ illustrative 
embodiments may provide a novel game apparatus, game program, game program storing 
medium, and a game control method. 



embodiments may provide a game apparatus, a game program, a storage medium storing 
a game program, and a game control method which are able to display a game image 





■ Further, non-limiting illustrative 
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required to be input on an imputable display portion with an input means capable of 
operating any one of the game images on two display portions. 

Non-limiting illustrative embodiments may ^ke-e^^ef-^ee^eMtfrBfeseat 
*»v6fi4e&4&-te-provide a game apparatus, a game program, a storage medium storing a 
5 game program, and a game control method which have two screens of display portions 
and a touch panel set on any one of the screens, and are able to display a game image 
required to be operated with a touch panel on the screen with a touch panel. 

eemftri se s N on-limiting illustrative embodiments may include a first display portion, a 

10 second display portion, a storage means, an input means, a coordinates detecting means, 
an operational object determining means, and an image display controlling means. The 
storage means stores data to display a game image. The input means is for instructing an 
arbitrary position in the second display portion. The coordinates detecting means detects 
coordinates data corresponding to a position instructed by the input means. The 

15 operational object determining means determines whether or not a first game image 

displayed on the first display portion becomes an object to be operated on the basis of the 
coordinates data detected by the coordinates detecting means. The image display 
controlling means displays the first game image displayed on the first display portion on 
the second display portion when it is determined that the first game image becomes an 

20 object to be operated by the operational object determining means. 

More specifically, the game apparatus (10: reference numeral designating a 
portion corresponding in the non-limiting illustrative embodiments) ef4fe^fe^km??M-ie« 
includes a first display portion (12) and a second display portion (14). A storage means 
(28a, 48, 88, 96, 98) stores data to display a game image. The input means (22) is for 

25 instructing an arbitrary position in the second display portion. In the non-limiting 
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illustrative embodiment a pointing device to be operated by a user or a player, such as a 
touch panel, for example, is utilized. A coordinates detecting means (42, 72, S3 3, S41, 
S61, S97, SI 15, S153) detects coordinates data corresponding to a position instructed by 
the input means. The operational object determining means (42, 76, S45, S47, S101, 
5 S 103, S223) determines whether or not a first game image (1 10) displayed on the first 
display portion becomes an object to be operated on the basis of the coordinates data 
detected by the coordinates detecting means. An image display controlling means (42, 
50, 52, 60, 74, S3, S13, S105, SI 13, S181, S225, S229) displays the first game image 
displayed on the first display portion on the second display portion when it is determined 
10 that the first game image becomes an object to be operated by the operational object 
determining means. 

A<?6C)gdi«« -^ 4h «- fe8 ^-i av e« i 4 k »i >A ccordiaglv. on the basis of the coordinates input 
by the input means, it is possible to determine whether or not the first game image 
displayed on the first display portion which is not instructed by the input means becomes 

15 an object to be operated. For example, an icon is displayed on the screen with an input 
means, and in response to a selection of the icon by the input means, it can be determined 
that it becomes an object to be operated, or in response to a specific operation 
(double-click operation, sliding movement operation, or the like) by the input means, it 
can be determined that it becomes an object to be operated. Then, if the first game image 

20 displayed on the first display portion which is not instructed by the input means becomes 
an object to be operated, the first game image can be displayed on the second display 
portion. Thus, the game image required to be input with the input means can be displayed 
on the imputable display portion. 

In one aspect, the game apparatus further comprises a game processing means (42, 

25 S 19, SI 19, SI 23) for performing a game process on the game image displayed on the 
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second display portion on the basis of the coordinates data detected by the coordinates 
detecting means. Accordingly, by performing an input operation on a game image 
displayed on the imputable second display portion, the player can play a game. 

Non-limitin g illustrative embodim ents may inc lude A-^M^e^^af^as-efo^eeeftd 
5 ifl - v e atioft -'g eeef&ag - to th e pr ese nt invention compri s e s a first display portion, a second 
display portion, a storage means, an input means, a coordinates detecting means, a 
movement instructing means, a movement instruction detecting means, an operational 
object determining means, an image display controlling means, and a game processing 
means. The storage means stores data to display a game image. The input means is for 

10 instructing an arbitrary position in the second display portion. The coordinates detecting 
means detects coordinates data corresponding to a position instructed by the input means. 
The movement instructing means is for instructing a movement of the game image 
between the first display portion and the second display portion. The movement 
instruction detecting means detects movement instructing data from the movement 

15 instructing means. The operational object determining means determines whether or not 
a first game image displayed on the first display portion becomes an object to be operated 
on the basis of the movement instructing data detected by the movement instruction 
detecting means. The image display controlling means displays the first game image 
displayed on the first display portion on the second display portion when it is determined 

20 that the first game image becomes an object to be operated by the operational object 

determining means. The game processing means performs a game process on the game 
image displayed on the second display portion on the basis of the coordinates data 
detected by the coordinates detecting means. 

More specifically, the game apparatus (10) of the s econd invention is different 

25 #6ffi4heA !! st4Hve»tieB4a4a«tmav determine determination of an object to be operated 
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image is-pe? fe? m@& on the basis of movement instructing data by the movement 
instructing means. That is, the game apparatus includes a first display portion (12) and a 
second display portion (14). A storage means (28a, 48, 88, 96, 98) stores data to display a 
game image. The input means (22) is for instructing an arbitrary position in the second 
5 display portion. In the non-limiting illustrative embodiment, a pointing device to be 
operated by a user or a player, such as a touch panel, for example, is utilized. A 
coordinates detecting means (42, 72, S33, S41, S61, S97, SI 15, S153) detects coordinates 
data corresponding to a position instructed by the input means. A movement instructing 
means (20, 34) is for instructing a movement of the game image between the first display 

10 portion and the second display portion. In the nonTimiting^ the 
operating switch (20) to be operated by the player or the user or a microphone (34) 
obtained by a voice of the user are applied, that is, a movement instruction is performed 
by an input from the operating switch or a voice input by the user. A movement 
instruction detecting means (42, S321, S323) detects movement instructing data from the 

15 movement instructing means. In the non -limiting illustrative embodiment, operation 

input data from the operating switch or sound input data from the microphone is detected. 
An operational object determining means (42, 76, SI 03, S321, S3 23) determines whether 
or not a first game image displayed on the first display portion becomes an object to be 
operated on the basis of the movement instructing data detected by the movement 

20 instruction detecting means. An image display controlling means (42, 50, 52, 60, 74, 
S105, S181) displays the first game image displayed on the first display portion on the 
second display portion when it is determined that the first game image (110) becomes an 
object to be operated by the operational object determining means. A game processing 
means (42, SI 19, SI 23) performs a game process on the game image displayed on the 

25 second display portion on the basis of the coordinates data detected by the coordinates 
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detecting means. 

Aeeef^ms4e-^e-^ee^44m^sBt^Accor(ting1y in a non-limiting illustrative 
embodiment , in response to an instruction from the movement instructing means, it is 
possible to determine that a game image displayed on the first display portion with no 
5 input means becomes an object to be operated. For example, in response to a 

predetermined operation button separately provided from the input means being operated, 
it is possible to determine that it becomes an object to be operated. Or, in response to a 
voice input from the microphone being detected, it is possible to determine that it 
becomes an object to be operated. Then, if the first game image displayed on the first 
10 display portion which is not instructed by the input means becomes an object to be 

operated, the first game image can be displayed on the second display portion. Thus, a 
game image required to be input by the input means is displayed on the imputable display 
portion, and the player plays a game by performing an input operation to the game image. 

15 non-limiting il lustrative embodiment, an image display controlling means (SI 5, SI 83) 
displays a second game image (116, 118, 120) displayed on the second display portion on 
the first display portion when it is determined that the first game image becomes an object 
to be operated by the operational object determining means. Therefore, in an input 
required state by the input means, the first game image displayed on the first display 

20 portion and the second game image displayed on the second display portion can be 

switched to allow the player to perform an input operation on the switched first game 
image to play a game. 

In another non-limiting illustrative embodiment, an operational object 
determining means (S65, S71, S77, S127, S129, S191, S241, S331, S333) further 

25 determines whether or not the first game image displayed on the second display portion 
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by the image display controlling means does not become an object to be operated. The 
image display controlling means (S3, S9, S131, S135, S193, S243, S247) displays the 
first game image on the first display portion when it is determined that the first game 
image displayed on the second display portion does not become an object to be operated 
5 by the operational object determining means. Accordingly, after a game image required 
to be input by the input means is moved to the second display portion, when the game 
image does not become an object to be operated, it is displayed on the first display portion 
with no input means, and therefore, it is possible to change a display destination of the 
game image depending on whether or not an input by the input means is required. 

10 In the other nonjjm^ the game processing means 

changes the first game image displayed on the second display portion by the image 
display controlling means on the basis of the coordinates data detected by the coordinates 
detecting means. The image display controlling means displays the first game image 
changed by the game processing means on the first display portion when it is determined 

15 that the first game image does not become an object to be operated by the operational 
object determining means. Accordingly, after the game image required to be input with 
the input means is moved to the second display portion to change the display on the basis 
of an input from the input means, when the game image does not become an object to be 
operated, the changed game image can be displayed on the first display portion, and 

20 therefore, it is possible to clearly show the image required to be input to the player, 
capable of increasing playability. 

In a further non-limiting illustrative embodiment, the operational object 
determining means includes a condition determining means (42, 82, S127, S129, S191, 
S241, S3 3 1, S3 33) for determining whether or not a predetermined condition is satisfied 

25 in a state that the first game image is being displayed on the second display portion, and 
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by determining that the predetermined condition is satisfied by the condition determining 
means, determines that the first game image does not become an object to be operated. 
The image display controlling means displays the first game image displayed on the 
second display portion on the first display portion and displays the second game image 
5 displayed on the first display portion on the second display portion when it is determined 
that the first game image does not become an object to be operated by the operational 
object determining means. Thus, after the game images are switched with each other, 
when the predetermined condition is satisfied, it is determined that the game image 
displayed on the second display portion with an input means does not become an object to 

10 be operated, the game images can be switched with each other again. 

In another non- limiting illustrative embodiment, the storage means stores data to 
display a game image including a plurality of figures. In the embodiment, the figure is a 
card, a character (pets 1 10 A-C), an icon (116, 118, 120), etc. The operational object 
determining means includes a selected figure determining means (78, S45, S 101) for 

1 5 determining whether or not any one of a figure out of the plurality of figures of the second 
game image displayed on the second display portion is selected on the basis of the 
coordinates data detected by the coordinates detecting means, and by determining that the 
figure is selected by the selected figure determining means, determines that the first game 
image displayed on the first display portion becomes an object to be operated. The image 

20 display controlling means (S13, S15, S181, S183) displays the first game image displayed 
on the first display portion on the second display portion and displays the second game 
image displayed on the second display portion on the first display portion when it is 
determined that the first game image becomes an object to be operated by the operational 
object determining means. Thus, when any one of the plurality of figures of the second 

25 game image displayed on the second display portion with an input means is selected, it is 
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determined that the first game image displayed on the first display portion with no input 
means becomes an object to be operated, and the game images are switched with each 
other. For example, in a card game in which the game image indicative of a hand and the 
game image indicative of the cards on the board each including a plurality of cards as the 
5 plurality of figures are displayed, the hand is displayed on the second display portion with 
input means, and the cards on the board are displayed on the first display portion with no 
input means. When the player selects any one of the cards out of the hand by designating 
a position on the second display portion with the input means, the selected card has to be 
placed on the cards on the board. Therefore, by determining that the game image of the 

10 cards on the board becomes an object to be operated, the hand and the cards on the board 
can be switched with each other. Thus, in the input required state by the input means, the 
hand and the cards on the board can be switched, capable of operating both of the hand 
and the cards on the board with the input means as necessary. Also, in a pet-raising 
simulation game, for example, in which a game image including a plurality of game 

15 characters and a game image including an operation icon are displayed, in an input 

required state by the input means, the game screen including a character and the screen 
including an operation icon can be switched, capable of operating the both with the input 
means as necessary. 

Furthermore, in the other embodiment, the image display controlling means 

20 (S13,S15,S19) displays on the first display portion a third game image obtained by 

changing the second game image in such a manner as to exclude the selected figure (102) 
from the second game image displayed on second display portion and displays the first 
game image displayed on the first display portion and the selected figure on the second 
display portion when it is determined that the first game image becomes an object to be 

25 operated by the operational object determining means. In this case, the first game image 
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and the second game image can be switched, keeping the selected figure on the second 
display portion. For example, in the card game described above, keeping the selected 
card on the screen with an input means as it is, the hand except for the selected card and 
the cards on the board can be switched. 
5 In addition, in a further non -limitin g illustrative embodiment, the operational 

object determining means includes a figure arrangement position determining means (80, 
S65) for determining whether or not the selected figure is arranged in a predetermined 
position in the first game image on the basis of the coordinates data detected by the 
coordinates detecting means after the first game image is displayed on the second display 

10 portion by the image display controlling means, and by determining that the selected 
figure is arranged in the predetermined position by the figure arrangement position 
determining means, determines that the first game image does not become an object to be 
operated. An image display controlling means (S67, S7, S9) displays on the first display 
portion a fourth game image changed in such a manner as to arrange the selected figure in 

15 the predetermined position of the first game image, and displays the third game image 

displayed on the first display portion on the second display portion when it is determined 
that the first game image does not become an object to be operated by the operational 
object determining means. Thus, after the game images are switched with each other, 
when the selected figure is arranged in a predetermined position, it is determined that the 

20 game image displayed on the screen with an input means does not become an object to be 
operated, and the game images can be switched with each other again. 

In another non-limiting illustrative embodiment, a storage means stores data to 
display a first game image including a plurality of game characters (110 A-C) and data to 
display a second game image including a plurality of selected figures (1 18A-D) to select 

25 each of the plurality of game characters. An operational object determining means 
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includes a selected figure determining means (S223) for determining whether or not any 
of the plurality of selected figures displayed on the second display portion is selected on 
the basis of the coordinates data detected by the coordinates detecting means, and by 
determining that any of the plurality of selected figures is selected by the selected figure 
5 determining means, determines that the game character corresponding to the selected 
figure out of the plurality of game characters displayed on the first display portion 
becomes an object to be operated. An image display controlling means (S225, S227, 
S229) displays the game character which is determined to become an object to be 
operated by the operational object determining means in such manner as to move to the 

10 second display portion. In this case, a plurality of game characters are displayed on the 
screen with no input means, and a plurality of selected figures for respectively selecting 
the plurality of game characters are displayed on the screen with an input means, and 
when any of the selected figure is selected on the screen with an input means, a game 
character corresponding to the selected figure can be displayed in such a manner as to 

15 move to the screen with an input means. Therefore, it is possible to select a game 

character desired to be operated out of the plurality of game characters and move it to the 
screen with an input means. 

In the other non-limiting illustrative embodiment, the operational object 
determining means includes a condition determining means (82, S127, S241) for 

20 determining whether or not a predetermined condition is satisfied in a state that the game 
character is being displayed on the second display portion by the image display 
controlling means, and by determining that the predetermined condition is satisfied by the 
condition determining means, determines that the game character displayed on the second 
display portion does not become an object to be operated. The image display controlling 

25 means (S133, S135, S243, S245, S247) displays the game character in such a manner as 
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to move to the first display portion when the game character displayed on the second 
display portion does not become an object to be operated by the operational object 
determining means. In this case, after the game character is moved to the second display 
portion, when the predetermined condition is satisfied, it is determined that the game 
character displayed on the second display portion with input means does not become an 
object to be operated, and it is moved to the first display portion. 



storing means, a parameter display means, and a parameter changing means. A parameter 
storing means (92) stores parameter data indicative of a parameter of each of the plurality 
of game characters. A parameter display means (42, 50, 52, 60, 84, S95, S159, S163) 
displays the parameter on any one of the first display portion and the second display 
portion on the basis of the parameter data stored in the parameter storing means. A 
parameter changing means (42, 86, S159, S163, S205, S209) changes the parameter 
displayed by the parameter display means on the basis of the coordinates data detected by 
the coordinates detecting means. An image display controlling means (SI 55, SI 57, 
S161, S133, S135, S193, S203, S207, S245, S247) displays the game character changed 
on the basis of the coordinates data detected by the coordinates detecting means in such a 
manner as to move to the first display portion when it is determined that the game 
character displayed on the second display portion does not become an object to be 
operated by the operational object determining means. In this case, by displaying a 
parameter of the character on any one of the two screens, it is possible to change a game 
character displayed on the screen with an input means in response to an input from the 
input means, and change the parameter. When it is determined that the game character 
does not become an object to be operated on the basis of satisfaction of the predetermined 
condition, etc., it is possible to display the game character changed in response to an input 




tA game apparatus may further eempmes - i riclude a parameter 
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operation in such a manner as to move to the game screen with no input means. Thus, for 
example, it is possible to realize a game in which the parameter such as feelings and a 
degree of domestication of the character can be changed in response to the input. 

In one non-limitin g illustrative embodiment, the predetermined condition of the 
5 determination by the condition determining means includes absence of detection of the 
coordinates data for a fixed period of time. In this case, if an instruction by the input 
means is absent for a fixed period of time, it is considered that the player has no intention 
for a further input operation, the game image or game character displayed on the screen 
with an input means can be moved to the screen with no input means, or the game image 

10 or the game character and the game image displayed on the screen with no input means 
can be switched with each other. 

■Ifl"amMfa&f"aspe6&;--aA game apparatus comp rises may include a selected area 
storing means (88) for storing data to display a selected area (122) to instruct returning 
the first game image displayed on the second display portion to the first display portion. 

15 The image display controlling means (SI 85, S23 1) displays the selected area on the 
second display portion when the first game image is displayed on the second display 
portion. The predetermined condition of the determination by the condition determining 
means includes a fact that the coordinates data detected by the coordinates detecting 
means indicates a display position of the selected area. In this case, if the selected area is 

20 selected by the player, the game image or game character displayed on the screen with an 
input means can be returned to the screen with no input means, or the game image or 
game character and the game image displayed on the screen with no input means can be 
switched with each other. Thus, it is possible to move the game image and switch the 
game images with clear player's intention. 

25 In one non-limiting illustrative embodiment, the image display controlling means 
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(SI 97, S249) erases the selected area displayed on the second display portion when it is 
determined that the first game image does not become an object to be operated by the 
operational object determining means. In this case, the selected area can be displayed 
only when needed, and the selected area cannot be displayed when not needed. 

Furthermore, in another non-limiting illustrative embodiment, the figure included 
in the game image may include a game character or an icon. In this case, the game 
character and the icon are displayed as a game image, and therefore, it is possible to 
realize a game in which the game character becomes an object to be operated and move 
between the screens in response to a selection of an icon, for example. 

In addition, in the other noii-jimitin^ the input means is a 

touch panel set on the second display portion. In this case, the input means is a touch 
panel, and therefore, a direct touch operation to the game image is possible to realize an 
intuitive operation. If the game image displayed on the screen with no touch panel 
becomes an object to be operated, the game image is displayed on the screen with a touch 
panel, and therefore, the game image required for a touch panel operation can be moved 
to the screen with a touch panel so as to be displayed, and the player can play a game by 
operating the game image. 

A non-limiti ng illustrative game program efa-&i* d i«¥eatie« ' iieoord i rig4.0 't he 



portion, a second display portion, a storage means for storing data to display a game 
image, and an input means for instructing an arbitrary position in the second display 
portion. The game program causes a processor of the game apparatus to execute a 
coordinates detecting step, an operational object determining step, and an image display 
controlling step. The coordinates detecting step detects coordinates data corresponding 
to a position instructed by the input means. The operational object determining step 




f be a game program of a game apparatus having a first display 
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determines whether or not a first game image displayed on the first display portion 
becomes an object to be operated on the basis of the coordinates data detected by the 
coordinates detecting step. The image display controlling step displays the first game 
image displayed on the first display portion on the second display portion when it is 
determined that the first game image becomes an object to be operated by the operational 
object determining step. 

A non-limiting illustrative storage medium storing game program e4--a--fetH#t 



program of a game apparatus having a first display portion, a second display portion, a 
storage means for storing data to display a game image, and an input means for 
instructing an arbitrary position in the second display portion. The game program of the 
storage medium causes a processor of the game apparatus to execute a coordinates 
detecting step, an operational object determining step, and an image display controlling 
step. The coordinates detecting step detects coordinates data corresponding to a position 
instructed by the input means. The operational object determining step determines 
whether or not a first game image displayed on the first display portion becomes an object 
to be operated on the basis of the coordinates data detected by the coordinates detecting 
step. The image display controlling step displays the first game image displayed on the 
first display portion on the second display portion when it is determined that the first 
game image becomes an object to be operated by the operational object determining step. 

A non-limiting illustrative game control method of - a - fifth-inv e atieB- a sgeerd i ag -te 
fee-fH'eseai-kyyeatieH-i &mav be a game control method of a game apparatus having a first 
display portion, a second display portion, a storage means for storing data to display a 
game image, and an input means for instructing an arbitrary position in the second display 
portion. The game control method includes a coordinates detecting step, an operational 




4b -may be a storage medium storing a game 
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object determining step, and an image display controlling step. The coordinates detecting 
step detects coordinates data corresponding to a position instructed by the input means. 
The operational object determining step determines whether or not a first game image 
displayed on the first display portion becomes an object to be operated on the basis of the 
5 coordinates data detected by the coordinates detecting step. The image display 

controlling step displays the first game image displayed on the first display portion on the 
second display portion when it is determined that the first game image becomes an object 
to be operated by the operational object determining step. 

A non-limiting illustrative g ame program ( &&-& &h4mm * im - wew4m§4&4k Q 

10 present mv ef ¥ tkH > -fc H 3iav be a game program of a game apparatus having a first display 
portion, a second display portion, a storage means for storing data to display a game 
image, and an input means for instructing an arbitrary position in the second display 
portion, and a movement instructing means for instructing a movement of the game 
image between the first display portion and the second display portion. The game 

1 5 program causes a processor of the game apparatus to execute a movement instruction 

detecting step, an operational object determining step, an image display controlling step, 
a coordinates detecting step, and a game processing step. The movement instruction 
detecting step detects movement instructing data from the movement instructing means. 
The operational object determining step determines whether or not a first game image 

20 displayed on the first display portion becomes an object to be operated on the basis of the 
movement instructing data detected by the movement instruction detecting step. The 
image display controlling step displays the first game image displayed on the first display 
portion on the second display portion when it is determined that the first game image 
becomes an object to be operated by the operational object determining step. The 

25 coordinates detecting step detects coordinates data corresponding to the position 
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instructed by the input means. The game processing step performs a game process on the 
game image displayed on the second display portion on the basis of the coordinates data 
detected by the coordinates detecting step. 

A non-limitin g illustrative storage medium storing a game program efa - s e v e ntb 
5 ifl - v e atieH- g eeor^ i ag ' to th e pr es ent invention i s m ay be a storage medium storing game 
program of a game apparatus having a first display portion, a second display portion, a 
storage means for storing data to display a game image, an input means for instructing an 
arbitrary position in the second display portion, and a movement instructing means for 
instructing a movement of the game image between the first display portion and the 

10 second display portion. The game program of the storage medium causes a processor of 
the game apparatus to execute a movement instruction detecting step, an operational 
object determining step, an image display controlling step, a coordinates detecting step, 
and a game processing step. The movement instruction detecting step detects movement 
instructing data from the movement instructing means. The operational object 

15 determining step determines whether or not a first game image displayed on the first 

display portion becomes an object to be operated on the basis of the movement instructing 
data detected by the movement instruction detecting step. The image display controlling 
step displays the first game image displayed on the first display portion on the second 
display portion when it is determined that the first game image becomes an object to be 

20 operated by the operational object determining step. The coordinates detecting step 

detects coordinates data corresponding to the position instructed by the input means. The 
game processing step performs a game process on the game image displayed on the 
second display portion on the basis of the coordinates data detected by the coordinates 
detecting step. 

25 A non-limiting illustrative game control method of a eighth invention according to 
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the-Bfe s o n t i av o ntioa-fe - mav be a game control method of a game apparatus having a first 
display portion, a second display portion, a storage means for storing data to display a 
game image, an input means for instructing an arbitrary position in the second display 
portion, and a movement instructing means for instructing a movement of the game 
5 image between the first display portion and the second display portion. The game control 
method includes a movement instruction detecting step, an operational object 
determining step, an image display controlling step, a coordinates detecting step, and a 
game processing step. The movement instruction detecting step detects movement 
instructing data from the movement instructing means. The operational object 

10 determining step determines whether or not a first game image displayed on the first 

display portion becomes an object to be operated on the basis of the movement instructing 
data detected by the movement instruction detecting step. The image display controlling 
step displays the first game image displayed on the first display portion on the second 
display portion when it is determined that the first game image becomes an object to be 

15 operated by the operational object determining step. The coordinates detecting step 

detects coordinates data corresponding to the position instructed by the input means. The 
game processing step performs a game process on the game image displayed on the 
second display portion on the basis of the coordinates data detected by the coordinates 
detecting step. 



20 




abw «- de se«fee d fir s t-er -se eoiHi - inv e ntlo t ty 

Ae - eefd j ag to th e pr e s e nt inv e ntioa A ccordingly. when the game image displayed 
on the display portion with no input means becomes an object to be operated, the game 
25 image can be displayed on the display with an input means. Then, by operating the game 
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image displayed on the display potion with the input means, the game can be played. 
Therefore, the game image required for an input operation can be displayed on the screen 
with an input means, and the player can perform an input operation on the game image. 
Since the game image required for an input operation is displayed on the screen with an 
input means, it is possible for the player to easily grasp which game image is an object to 
be operated, allowing an easy game play. Also, if the input means is a touch panel set on 
the second display portion, the game image required for a touch panel operation can be 
moved to the screen with a touch panel so as to be displayed, and this makes it possible 
for the player to play a game with an intuitive operation on the game image. 

The above described e^ ^ s- a fl d ' O t h er'Obt e gfeir f& atee ^features and aspects mi 
^vaa4age^-ef-4he-pFesefi^-4«vdRti0»-will become more apparent from the following 
detailed description of the p^^-^mmfe^- noti-limitin^ illustrative embodiments w hen 
taken in conjunction with the accompanying drawings. 



Figure 1 is an appearance view showing one example of a game apparatus of eas-a 
non-limiting illustrative embodiment-<ij4-4te-Bye^ei^--mve»t4c>a. 



Figure 2 is a block diagram showing an electric configuration of the game 
apparatus of Figure 1 embodiment. 

Figure 3 is an illustrative view showing one example of a memory map of RAM 
48 shown in Figure 2. 

Figure 4 is an illustrative view showing one example of a game screen of a card 
game, and shows a case that the cards on the board are displayed on an LCD 12, and a 
hand is displayed on an LCD 14. 

Figure 5 is an illustrative view showing one example of a game screen after Figure 
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4, and shows a state in which a selected card is extracted from a hand on the LCD 14. 

Figure 6 is an illustrative view showing one example of a game screen after Figure 

5, and shows a state in which the displays are switched such that the hand is displayed on 
the LCD 12 with the selected card unchanged, and the cards on the board is displayed on 
the LCD 14. 

Figure 7 is an illustrative view showing one example of a game screen after Figure 

6, and displays a state on the LCD 14 in which the selected card is arranged in an 
arrangeable position on the cards on the board. 

Figure 8 is an illustrative view showing one example of a game screen after Figure 

7, and shows a state in which the selected card is arranged on the cards on the board, and 
then displays are switched so as to display the cards on the board on the LCD 12 and the 
hand on the LCD 14. 

Figure 9 is a flowchart showing one example of an operation of the game 
apparatus of the card game in Figure 1 embodiment. 

Figure 10 is a flowchart showing one example of an operation of a hand selecting 
process in Figure 9. 

Figure 1 1 is a flowchart showing one example of an operation of an arrangement 
process to the cards on the board in Figure 9. 

Figure 12 is an illustrative view showing one example of a game screen of a 
pet-raising simulation game, and shows a case that a "Call a pet" icon is instructed on the 
touch panel in a state that a pet is displayed on the LCD 12 and a parameter and icons are 
displayed on the LCD 14. 

Figure 13 is an illustrative view showing one example of the game screen after 
Figure 12, and shows a case that a head of the pet is stroked with the touch panel after the 
pet moved to the LCD 14. 
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Figure 14 is an illustrative view showing another example of the game screen after 
Figure 12, and shows a case that a head of the pet is beaten with the touch panel after the 
pet moved to the LCD 14. 

Figure 15 is an illustrative view showing one example of the game screen after 
5 Figure 13, and shows a case that no input to the touch panel is kept for a fixed time period, 
and the pet is moved to the LCD 12. 

Figure 16 is an illustrative view showing another example of the game screen in 
the pet-raising simulation game, and shows a case that a "Feed a pet" icon is instructed on 
the touch panel in a state that a pet is displayed on the LCD 12 and a parameter and icons 
10 are displayed on the LCD 14. 

Figure 17 is an illustrative view showing one example of the game screen after 
Figure 16, and shows a manner in which the pet is moved to the LCD 14 and eats food. 

Figure 18 is a flowchart showing one example of an operation of the pet-raising 
simulation game in the game apparatus of Figure 1 embodiment. 
15 Figure 19 is a flowchart continued from Figure 18. 

Figure 20 is a flowchart showing an operation of a raising process by calling a pet 
in Figure 19. 

Figure 2 1 is an illustrative view showing one example of a display control of the 
game image in a modified example 1 of the pet-raising simulation game, Figure 21A 
20 shows a scene in which the "Calling a pet" icon on the LCD 14 is instructed with the 
touch panel, and Figure 2 IB shows game screens switched between the LCD 12 and the 
LCD 14 according to the instruction. 

Figure 22 is an illustrative view showing one example of a display control of the 
game image in a modified example 1 of the pet-raising simulation game, Figure 22A 
25 shows a scene in which the "Return" icon on the LCD 14 is instructed with the touch 
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panel, and Figure 22B shows game screens switched between the LCD 12 and the LCD 
14 according to the instruction. 

Figure 23 is a flowchart showing one example of an operation of the game 
apparatus in a modified example 1 of the pet-raising simulation game. 
5 Figure 24 is a flowchart continued from Figure 23. 

Figure 25 is a flowchart showing one example of an operation in a raising process 
by calling a pet in Figure 24. 

Figure 26 is an illustrative view showing one example of a display control of the 
game image in a modified example 2 of the pet-raising simulation game, Figure 26A 
10 shows a scene in which the "Call a dog A" icon on the LCD 14 is instructed with the touch 
panel, and Figure 26B shows a scene in which the pet (dog A) is displayed on the LCD 14 
according to the instruction. 

Figure 27 is an illustrative view showing one example of a display control of the 
game image in a modified example 2 of the pet-raising simulation game, Figure 27A 
1 5 shows a scene in which the "Call a dog C" icon on the LCD 1 4 is instructed with the touch 
panel, and Figure 27B shows a scene in which the pet (dog C) is displayed on the LCD 14 
according to the instruction. 

Figure 28 is an illustrative view showing one example of a display control of the 
game image in a modified example 2 of the pet-raising simulation game, Figure 28A 
20 shows a scene in which the "Call all dogs" icon on the LCD 14 is instructed with the 
touch panel, and Figure 28B shows a scene in which the all the pets are displayed on the 
LCD 14 according to the instruction. 

Figure 29 is an illustrative view showing one example of a display control of the 
game image in a modified example 2 of the pet-raising simulation game, Figure 29A 
25 shows a scene in which the "Return a dog B" icon on the LCD 14 is instructed with the 
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touch panel, and Figure 29B shows a scene in which the pet (dog B) is displayed on the 
LCD 12 according to the instruction. 

Figure 30 is an illustrative view showing one example of a display control of the 
game image in a modified example 2 of the pet-raising simulation game, Figure 3 OA 
5 shows a scene in which the "Return all dogs" icon on the LCD 14 is instructed with the 
touch panel, and Figure 30B shows a scene in which the all the pets are displayed on the 
LCD 12 according to the instruction. 

Figure 3 1 is a flowchart showing a part of one example of an operation of the game 
apparatus in the modified example 2 of the pet-raising simulation game. 
10 Figure 32 is a flowchart continued from Figure 3 1 . 

Figure 33 is a flowchart showing one example of an operation of an operational 
object determining process 1 in Figure 31. 

Figure 34 is a flowchart showing one example of an operation of an operational 
object determining process 2 in Figure 32. 
15 Figure 35 is a flowchart showing one example of an operation of the game 

apparatus in a modified example 3 of the pet-raising simulation game. 

Figure 36 is a flowchart continued from Figure 35. 



DETAILED DESCR?PTIONI^S^-M^BE--FOM-#l^€-H€4Me--¥M^ 

Referring to Figure 1 , a non-limiting illustrative embodiment with a game 
apparatus 10 of one em bedi t a e nt - of - ft te- pr eseat in v entioH-includes a first liquid crystal 
display (LCD) 12 and a second LCD 14. The LCD 12 and the LCD 14 are provided on a 
housing 16 so as to be arranged in a predetermined position. In this embodiment, the 
25 housing 16 comprises an upper housing 16a and a lower housing 16b, and the LCD 12 is 
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provided on the upper housing 16a while the LCD 14 is provided on the lower housing 
16b. Accordingly, the LCD 12 and the LCD 14 are closely arranged so as to be 
longitudinally (vertically) parallel with each other. 

It is noted that although the LCD is utilized as a display in this embodiment, an EL 
5 (Electronic Luminescence) display and a plasma display may be used in place of the 
LCD. 

As can be understood from Figure 1 , the upper housing 1 6a has a plane shape little 
larger than a plane shape of the LCD 12, and has an opening formed so as to expose a 
display surface of the LCD 12 from one main surface thereof. On the other hand, the 
10 lower housing 16b has a plane shape horizontally longer than the upper housing 16a, and 
has an opening formed so as to expose a display surface of the LCD 14 at an 
approximately center of the horizontal direction. Furthermore, the lower housing 16b is 
provided with a sound emission hole 18 and an operating switch 20 (20a, 20b, 20c, 20d, 
20e, 20L and 20R). 

15 In addition, the upper housing 16a and the lower housing 16b are rotatably 

connected at a lower side (lower edge) of the upper housing 16a and a part of an upper 
side (upper edge) of the lower housing 16b. Accordingly, in a case of not playing a game, 
for example, if the upper housing 16a is rotated to be folded such that the display surface 
of the LCD 12 and the display surface of the LCD 14 are face to face with each other, it is 

20 possible to prevent the display surface of the LCD 12 and the display surface of the LCD 
14 from being damaged, such as a surface flaw. It is should be noted that the upper 
housing 16a and the lower housing 16b may not be rotatably connected with each other, 
but these may be provided in an integrated (fixed) fashion to form the housing 16. 

The operating switch 20 includes a direction instructing switch (cross key) 20a, a 

25 start switch 20b, a select switch 20c, an action switch (A button) 20d, an action switch (B 
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button) 20e, an action switch (L button) 20L, and an action switch (R button) 20R. The 
switches 20a, 20b and 20c are placed at the left of the LCD 14 on the one main surface of 
the lower housing 16b. Also, the switches 20d and 20e are placed at the right of the LCD 
14 on the one main surface of the lower housing 16b. Furthermore, the switch 20L and 
5 the switch 20R are placed in a part of an upper edge (top surface) of the lower housing 
16b, and lie of each side of the connected portion with the upper housing 16a, that is, 
besides the connected portion. 

A role of each operating switch or button of the operating switch 20 is generally as 
follows: It should be noted that in this embodiment, the operating switch 20 is utilized for 

10 a movement instruction of a game image between the LCD 12 and the LCD 14 as 

described later, and is not utilized for a game processing of a game image such as a game 
character, etc. The direction instructing switch 20a, for example, functions as a digital 
joystick, and is utilized for instructing a moving direction of a player character (or player 
object) to be operated by a player, instructing a moving direction of a cursor, and so forth 

15 by operating at least any one of the four depression portions. The start switch 20b is 
formed of a push button, and is utilized for starting (restarting), temporarily stopping 
(pausing) a game, and so forth. The select switch 20c is formed of the push button, and 
utilized for a game mode selection, etc. 

The action switch 20d, that is, the A button 20d is formed of the push button, and 

20 allows the player character to perform an arbitrary action except for instructing the 

direction such as hitting (punching), throwing, holding (obtaining), riding, jumping, etc. 
For example, in an action game, it is possible to apply an instruction of jumping, 
punching, moving arms, etc. In a role-playing game (RPG) and a simulation RPG, it is 
possible to apply an instruction of obtaining an item, selecting and determining arms or 

25 command, etc. The action switch 20e, that is, the B button 20e is formed of the push 
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button, and is utilized for changing a game mode selected by the select switch 20c, 
canceling an action determined by the A button 20d, and so forth. 

The action switch 20L (left depression button) and the action switch 20R (right 
depression button) are formed of the push button, and the left depression button (L 
5 button) 20L and the right depression button (R button) 20R can be utilized for the same 
operation as the A button 20d and the B button 20e, or can also be utilized for the 
subsidiary operation of the A button 20d and the B button 20e. 

The game apparatus 10 is a game apparatus utilizing a touch panel, and the touch 
panel 22 is set on the top surface of the LCD 14. As the touch panel 22, any one of a 

10 resistance film system, an optical system (infrared rays system), and an electrostatic 

capacitive coupling system, for example, can be utilized. Also, when being operated by 
depressing, stroking (touching)^ and so forth with a stick 24, a pen (stylus pen), or a finger 
(hereinafter referred to as "stick or the like 24") on a top surface thereof, the touch panel 
22 detects a coordinates Le.g,_._jc^ pointed e£-bv the stick or the like 24, 

15 and outputs coordinates data£e.^. 3 .£OordiiMe.data) corresponding to the detected 

coordinates. That is, the touch panel 22 functions as an input means in the embodiment, 
and is for allowing a user (player) to input the input data to indicate an arbitrary position 
on the screen of the LCD 14 (or LCD 12). 

It should be noted that in this embodiment, a resolution of the display surface of 

20 the LCD 14 is 256 dots* 192 dots (this is true for the LCD 12), and a detection accuracy of 
the touch panel 22 is also rendered 256 dotsx 192 dots in correspondence to the resolution 
of the display surface. However, the detection accuracy of the touch panel 22 may be 
lower than the resolution of the display surface, or higher than it. 

In this embodiment, for example, a game screen to be viewed by the player is 

25 displayed on the LCD 12, and a game screen to be viewed and operated by the player in 
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association with the game screen of the LCD 12 is displayed on the LCD 14 setting the 
touch panel 22 thereon. The game screen displayed on the LCD 14 includes an object, an 
icon, textual information, etc. to be operated (touched) with the stick or the like 24. The 
player directly touches the object displayed on the LCD 14 by operating the touch panel 
5 22 with the stick or the like 24, for example to thereby select or operate the object, 

perform a coordinate input instruction, and so forth. Also, it is possible to instruct other 
various input instructions depending on the kind of the game. For example, it is possible 
to select a command according to texture information, an icon, etc. to be displayed on the 
display screen of the LCD 14, and instruct a scrolling (gradual movement display) 

10 direction of the game screen (map) displayed on the LCD 12. 

Thus, the game apparatus 10 has the LCD 12 and the LCD 14 as a display portion 
of two screens, the touch panel 22 is provided on either of the display screens (LCD 14 in 
this embodiment), and therefore, the game apparatus 10 has the two screens (LCD 12, 14) 
and the two systems of the operating portions (20, 22). 

15 Furthermore, in this embodiment, the stick 24 can be inserted into a housing 

portion (housing slot) 26 provided on a side surface (right side surface) of the upper 
housing 16a, for example, and taken out therefrom as necessary. It should be noted that in 
a case of preparing no stick 24, the housing portion 26 need not to be provided. 

Also, the game apparatus 10 includes a memory card (or game cartridge) 28. The 

20 memory card 28 is detachable, and inserted into a loading slot 30 provided on a rear 

surface or a lower edge (bottom surface) of the lower housing 16b. Although illustration 
is omitted in Figure 1, a connector 46 (see Figure 2) is provided at a depth portion of the 
loading slot 30 for connecting a connector (not shown) provided at an end portion of the 
memory card 28 in the loading direction. Therefore, when the memory card 28 is loaded 

25 into the loading slot 30, the connectors are connected with each other, and the memory 
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card 28 is accessible by a CPU core 42 (see Figure 2) of the game apparatus 10. 

In addition, the game apparatus 10 includes a microphone 34, and the microphone 
34 is provided in a left obliquely downward direction of the LCD 14 of the lower housing 
16b, for example. Accordingly, when a voice (voice of the player or the user) is input 
5 from the microphone 34, for example, the game apparatus 10 can operate in response 
thereto. 

It should be noted that although it is not illustrated in Figure 1, a speaker 32 (see 
Figure 2) is provided at a position corresponding to the sound emission hole 18 inside the 
lower housing 16b. 

10 Furthermore although omitted in Figure 1, a battery accommodating box is 

provided on a rear surface of the lower housing 16b, for example. A power switch, a 
volume adjustment switch, an external expansion connector, an earphone jack, etc. are 
provided on a bottom surface of the lower housing 16b. 

Figure 2 is a block diagram showing an electric configuration of the game 

15 apparatus 10. Referring to Figure 2, the game apparatus 10 includes an electronic circuit 
board 40, and on the electronic circuit board 40, a circuit component such as the CPU core 
42, etc. is mounted. The CPU core 42 is connected to the connector 46 via a bus 44, and 
is also connected with a RAM 48, a first Graphics Processing Unit (GPU) 50, a second 
GPU 52, an input/output interface circuit (hereinafter, referred to as "I/F circuit") 54, and 

20 an LCD controller 60. 

The connector 46 is detachably connected with the memory card 28 as described 
above. The memory card 28 includes a ROM 28a and a RAM 28b. Although illustration 
is omitted, the ROM 28a and the RAM 28b are connected with each other via a bus, and 
also connected with a connector (not shown) to be connected with the connector 46. 

25 Accordingly, as described above, the CPU core 42 gains access to the ROM 28a and the 
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RAM 28b. 

The ROM 28a stores in advance a game program for a game (virtual game) to be 
executed in the game apparatus 10, image data (game character image, background 
image, item image, message image, operation icon, etc.), and sound or music data (audio 
5 data) necessary for the game. The RAM (backup RAM) 28b saves proceeding data and 
result data of the game. 

The RAM 48 is utilized as a buffer memory or a working memory. That is, the 
CPU core 42 loads the game program, the image data, the sound data, etc. stored in the 
ROM 28a of the memoiy card 28 into the RAM 48, and executes the loaded game 
10 program. Furthermore, the CPU core 42 executes the game process while storing in a 
work area and a predetermined area of the RAM 48 data (game data, flag data, etc.) 
temporarily produced (generated) in correspondence with progress of the process 
according to the game program. 

It should be noted that such the game program, the image data, the sound data, etc. 
1 5 are read from the ROM 28a entirely at a time, or partially and sequentially as necessary so 
as to be stored into the RAM 48. 

Each of the GPU 50 and the GPU 52 forms a part of a rendering means, is 
constructed by, for example, a single chip ASIC, and receives a graphics command 
(construction command) from the CPU core 42 to generate data for displaying game 
20 image according to the graphics command. Here, the CPU core 42 applies to each of the 
GPU 50 and the GPU 52 an image generating program (included in the game program) 
necessary for generating the game image data in addition to the graphics command. 

It should be noted that data (image data: a polygon, a texture, etc.) necessary for 
executing the graphics command is obtained through the access to the RAM 48 by the 
25 GPU 50 or GPU 52. The GPU 50 and the GPU 52 may store the created data in the RAM 
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48. 

Also, the GPU 50 is connected to a first video RAM (hereinafter, referred to as 
"VRAM") 56, and the GPU 52 is connected to a second VRAM 58. The GPU 50 renders 
the created game image data in the VRAM 56, and the GPU 52 renders the created game 
5 image data in the VRAM 58. The VRAM 56 and the VRAM 58 are a line buffer, for 
example, or may employ a frame buffer. 

The VRAM 56 and the VRAM 58 are connected to the LCD controller 60. The 
LCD controller 60 includes a register 62. The register 62 includes one bit, for example, 
and stores a value (data value) of "0" or "1" according to an instruction of the CPU core 
10 42. The LCD controller 60 outputs the game image data rendered in the VRAM 56 to the 
LCD 12, and outputs the game image data rendered in the VRAM 58 to the LCD 14 in a 
case that the data value of the register 62 is "0". Furthermore, the LCD controller 60 
outputs the game image data rendered in the VRAM 56 to the LCD 14, and outputs the 
game image data rendered in the VRAM 58 to the LCD 12 in a case that the data value of 
15 the register 62 is "1". 

It should be noted that the LCD controller 60 can directly read the image data from 
the VRAM 56 and the VRAM 58, or read the image data from the VRAM 56 and VRAM 
58 via the GPU 50 and GPU 52. Also, the VRAM 56 and the VRAM 58 may be provided 
in the RAM 48. 

20 The LF circuit 54 is connected with the operating switch 20, the touch panel 22, 

the speaker 32, and the microphone 34. Here, the operating switch 20 is the 
above-described switches 20a, 20b, 20c, 20d, 20e, 20L and 20R. When the operating 
switch 20 is operated, a corresponding operation signal (operation input data) is input to 
the CPU core 42 via the I/F circuit 54. Furthermore, the touch input data (coordinate 

25 data) from the touch panel 22 is input to the CPU core 42 via the I/F circuit 54. In 
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addition, the CPU core 42 reads the sound data necessary for the game such as a game 
music (BGM), a sound effect, voices (onomatopoeic sound) of the game character, etc. 
from the RAM 48, and outputs it from the speaker 32 via the I/F circuit 54. Additionally, 
a sound (sound signal) input from the microphone 34 is converted into digital data (sound 
5 data) by the I/F circuit 54, and the resultant is input to the CPU core 42 as a sound input 
data. 

Figure 3 shows one example of a memory map of the RAM 48. The RAM 48 
includes a game program storing area 70. Into the game program storing area 70, a game 
program is loaded from the ROM 28a of the memory card 28. The game program of the 

10 embodiment includes a touch input detecting program 72, a game image display 

controlling program 74, an operational object image determining program 76, a selected 
figure determining program 78, a figure arrangement position determining program 80, a 
condition determining program 82, parameter displaying program 84, a parameter 
changing program 86, etc. 

15 The touch input detecting program 72 is a program for detecting coordinates data 

(touch input data) of a touched position input from the touch panel 22 in response to an 
operation of the touch panel 22 by the player. The detected coordinates data is stored in a 
predetermined area of the RAM 48. 

The game image display controlling program 74 is a program for generating game 

20 images to be displayed on the LCD 12 and the LCD 14 on the basis of image data, etc. to 
display them on the LCD 12 and the LCD 14. By the program, for example, a game 
processing is executed on the game image to be displayed on the LCD 14 on the basis of 
touch input data, etc, and the game image is changed. If a game image to be displayed on 
the LCD 12 with no touch panel 22 becomes an object to be operated, the game image is 

25 displayed on the LCD 14 with touch panel 22. Furthermore, if the game image to be 
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displayed on the LCD 14 does not become an object to be operated, the game image is 
displayed on the LCD 12. 

The operational object image determining program 76 is a program for 
determining whether or not the game image is an object to be operated. For example, it is 
5 determined whether or not the game image displayed on the LCD 12 with no touch panel 
22 becomes an object to be operated on the basis of the touch input data, or it is 
determined whether or not a predetermined condition is satisfied in the progress of the 
game, and according to the result, it is determined whether or not it becomes an object to 
be operated. Also, it is determined whether or not the game image displayed on the LCD 
10 14 with touch panel 22 is not an object to be operated on the basis of the touch input data, 
or it is determined whether or not a predetermined condition is satisfied in the progress of 
the game, and according to the result, it is determined whether or not it becomes an object 
to be operated. 

The selected figure determining program 78 is, in a game in which a plurality of 
15 figures (card of a card game or operation icon, etc.) are displayed, a program for 

determining whether or not any one of the figures is selected out of the plurality of figures 
included in the game image to be displayed on the LCD 14 with touch panel 22 on the 
basis of the touch input data. 

The figure arrangement position determining program 80 is a program for 
20 determining whether or not a figure (selected figure) determined by the selected figure 
determining program 78 is arranged in a predetermined position on the basis of the touch 
input data in the above-described game in which the plurality of figures are displayed. 

The condition determining program 82 is a program for determining whether or 
not a predetermined condition is satisfied in a progress of the game. According to the 
25 determination result of the condition determining program 82, the above-described 
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operational object image determining program 76 determines whether or not the game 
image displayed on the LCD 12 becomes an object to be operated, or it is determined 
whether or not the game image displayed on the LCD 14 does not become an object to be 
operated. 

5 The parameter displaying program 84 is a program for displaying on at least any 

one of the LCD 12 and the LCD 14 an image of a parameter representing characteristics 
(feelings, degree of domestication, etc.) of a character on the basis of parameter data 
indicating a value of the parameter in a game such as a pet-raising simulation game, for 
example in which a pet (character) appears. 
10 The parameter changing program 86 is a program for changing a displayed 

parameter on the basis of the touch input data, etc. in the above-described character 
appearing game. 

It should be noted that in the game program storing area 70, although illustration is 
omitted, various programs required for the game progress such as a program for 
15 generating and outputting a game music, etc. are stored. 

The memory map of the RAM 48 includes a data storage area, and in the data 
storage area, data loaded from the ROM 28a or the RAM 28b of the memory card 28, data 
generated according to the game processing, etc. are stored. The data storage area 
includes an image data storing area 88, a selected card storing area 90, a parameter storing 
20 area 92, an operational object image flag area 94, etc. 

In the image data storing area 88, data for generating and displaying a game image 
is stored. The image data storing area 88 includes a first game image storing area 96 and 
a second game image storing area 98. In the first game image storing area 96, an image to 
be displayed at a start of the game on the LCD 12 is stored. For example, data of the cards 
25 on the board of the card game, character image data of a pet-raising simulation game, etc. 
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are stored. These are not an object to be operated at a start of the game. In the second 
game image storing area 98, an image to be displayed on the LCD 14 at a start of the game 
is stored. For example, hand data of the card game, operation icon data of the pet-raising 
simulation game, etc. are stored, and these are an object to be operated at a start of the 
5 game. Additionally, in the second game image storing area 98, parameter image data, etc. 
of the pet-raising simulation game is stored. It should be noted that the parameter image 
never becomes an object to be operated, and may be stored in the first game image storing 
area 96. A game screen is generated on the basis of data of each image stored in the 
image data storing area 88. The data for displaying each image includes data indicating 

10 coordinates of display position or area on the screen and image data, etc. of each image in 
correspondence with the identification number, for example. 

In the selected card storing area 90, in the above-described card game in which the 
plurality of figures are displayed, information relating a figure selected on the basis of the 
touch input data, etc. is stored. For example, card number data storing an identification 

15 number of the selected card, instructed position coordinates data indicating a position of a 
card instructed by a touch input, etc. are stored. 

In the parameter storing area 92, in the above-described pet-raising simulation 
game in which a character is arranged, parameter data is stored that is indicative of a 
value of the parameter of the characte r i s - stor e d. As a parameter, various characteristics 

20 of the character may be set, and feelings, a degree of domestication of a pet, and the like 
are set. 

In the operational object image flag area 94, a flag for indicating which of the two 
game images to be displayed on the LCD 12 and the LCD 14 becomes an object to be 
operated is stored. In the above-described card game, a game image indicative of the 
25 cards on the board and a game image indicative of a hand are displayed. Then, if the 
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operational object image flag is set to "0", the game image of the hand is an object to be 
operated, and therefore, the hand is displayed on the LCD 14, and the cards on the board 
are displayed on the LCD 12. On the other hand, if the flag is set to "1", the game image 
of the cards on the board is an object to be operated, and therefore, the cards on the board 
5 are displayed on the LCD 14, and the hand is displayed on the LCD 12. Also, in the 
above-described pet-raising simulation game, a game image indicative of a pet and a 
game image indicative of an operation icon, etc. are displayed. In one embodiment, if the 
operational object image flag is set to "0", the operation icon is an object to be operated, 
and therefore, an image of the operation icon is displayed on the LCD 14, and a pet image 

10 is displayed on the LCD 12. On the other hand, if the flag is set to "1 ", the pet is an object 
to be operated, and the pet is displayed on the LCD 14, and a background image of a room 
in which the pet is kept, for example, is displayed on the LCD 12. For example, in a case 
that a game image including a plurality of pet images is displayed, a plurality of 
operational object image flags respectively corresponding to the plurality of pet images 

15 may be provided, or operational object image flags corresponding to all or some of the 
plurality of pet images may be provided. 

It should be noted that although illustration is omitted, in the data storage area, the 
obtained data (touch input data, operation input data, sound input data, etc.), game data 
generated according to the progress of the game (including a flag and a counter), etc. are 

20 stored. 

In the game apparatus 10, game images are respectively displayed on the two 
screens, that is, the LCD 12 and the LCD 14. On the LCD 14 with touch panel 22, a game 
image required for an operation of the touch panel 22, that is, a game image as an object 
to be operated is displayed. For example, it is determined whether or not the game image 
25 to be displayed on the LCD 12 with no touch panel 22 becomes an object to be operated, 
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and if it is determined that it becomes the object to be operated, the game image displayed 
on the LCD 12 is displayed on the LCD 14 to allow the game image to be operated by the 
touch panel 22. Furthermore, it is determined whether or not the game image displayed 
on the LCD 14 with touch panel 22 does not become the object to be operated, and if it is 
5 determined that it is not the object to be operated, the game image displayed on the LCD 
14 is displayed on the LCD 12. 

If the above-described card game is played in the game apparatus 10 as one 
example, at a start of the game, the game image indicative of the cards on the board is 
displayed on the LCD 12, and the game image indicative of a hand of the player is 

10 displayed on the LCD 14, as shown in Figure 4. The card game is fan-tan, in which a 
player and a computer selects one arrangeable card out of his or her hand in turn, and 
places it in an arrangeable position on the cards on the board. The image 100 of a hand on 
the game image of the LCD 14 is a pointer which is displayed at a touch position in 
response to a touch operation by the player. 

15 When selecting a card, the player touches a card which is arrangeable on the cards 

on the board out of the hand displayed on the LCD 14 with the stick or the like 24. Then, 
as shown in Figure 5, the stick or the like 24 is moved in a touched state (drag) to take the 
card from the hand. In this embodiment, when one card is taken from the hand, it is 
determined that the extracted card is a selected card. In Figure 5 example, the selected 

20 card 102 is a card of "8". 

Then, when it is determined that the card is selected, the game image of the cards 
on the board which is being displayed on the LCD 12 becomes an object to be operated, 
and the cards on the board and the hand are switched. That is, as shown in Figure 6, the 
game image of the cards on the board is displayed on the LCD 14 so as to be operable, and 

25 the game image of the hand which is changed such that the selected card 102 is removed 
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is displayed on the LCD 12. It should be noted that the card 102 selected from the hand is 
directly displayed on the LCD 14 as it is, and displayed on the game image of the cards on 
the board. 

In the game image of the cards on the board, as shown in Figure 7, the player drags 
5 a card which is being selected 102 with the stick or the like 24, and moves the selected 
card 102 to the arrangeable position. In the example, the selected card 102 is a card of 
"8", and the arrangeable position is on the right side of "7" in the uppermost line, for 
example. For example, the player moves the selected card 102 to the arrangeable position 
and then stops the touch operation to the touch panel 22 to thereby arrange the selected 

10 card 102 in the position. 

Thus, when the selected card 102 is in the arrangeable position, or when the 
selected card 102 is arranged in the arrangeable position, it is determined that the game 
image of the cards on the board which is being displayed on the LCD 14 does not become 
an object to be operated, and the cards on the board and the hand are switched with each 

15 other again. That is, as shown in Figure 8, the game image of the cards on the board 

which is changed such that the selected card (card of "8") is arranged is displayed on the 
LCD 12, and the game image of the hand displayed on the LCD 12 is displayed on the 
LCD 14. 

Furthermore, if the selected card is not arrangeable, that is, if a card of "2" is 
20 selected in Figure 5, for example, another card has to be selected from the hand. In such 
a case, it is determined that the game image of the cards on the board displayed on the 
LCD 14 does not become an object to be operated, and the cards on the board and the 
hand are switched again. That is, the image of the hand which is changed such that the 
selected card is returned to the original position of the hand is displayed on the LCD 14, 
25 and the image of the cards on the board is displayed on the LCD 12. 
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In the card game, after a game image (the cards on the board) required for a touch 
panel operation is moved to the screen of the LCD 14 with touch panel 22, and when the 
game image does not become an object to be operated, it is displayed on the screen of the 
LCD 12 with no touch panel 22 again, and therefore, it is possible to change a display 
5 destination of the game image depending on the necessity of the touch panel operation. 

In addition, after the game image (the cards on the board) required for a touch 
panel operation is moved to the screen of the LCD 14 with touch panel 22, and in 
response to a touch panel operation by the player, a selected card is arranged in a 
predetermined position to change the display, when the game image does not become an 
10 object to be operated thereafter, the game image is displayed in a changed manner on the 
screen of the LCD 12 with no touch panel 22, and therefore, it is possible to clearly 
inform the player of a necessary object to be operated and a desirable operation, 
increasing playability. 

Thus, the hand and the cards on the board can be switched when the touch panel 
15 operation is needed according to the circumstance of the game, and therefore, it is 

possible to operate the hand and the cards on the board as necessary with the touch panel 
22. 

Figure 9 shows a game operation in a case that the above-described card game is 
played in the game apparatus 10. As shown in Figure 9, when starting a card game, the 
20 CPU core 42 first executes an initial setting to set initial values to various variables, flags, 
etc. in a step SI. For example, "0" is set to the operational object image flag area 94. 

Next, in a step S3, the CPU core 42 determines whether or not an operational 
object image flag is "0". If "YES" in the step S3, the game image of the hand is an object 
to be operated. Thus, in a succeeding step S5, the CPU core 42 executes a hand selecting 
25 process. The hand selecting process is shown in detail in Figure 10. 
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In a first step S3 1 in Figure 10, the CPU core 42 determines whether or not card 
number data stored in the selected card storing area 90 is present. If "NO" in the step S3 1, 
that is, if no card is instructed out of the hand with a touch operation by the player, in a 
succeeding step S3 3, the CPU core 42 determines whether or not a touch panel input is 
5 present. If "NO" in the step S33, that is, if the touch input data is not detected, the hand 
selecting process is ended, and the process returns to a step S7 in Figure 9. 

On the other hand, if "YES" in the step S33, that is, if the touch input data is 
detected, the CPU core 42 determines whether or not the detected position coordinates 
data instructs any one of the cards in a step S35. For example, the coordinates data of the 

10 touch position and arrangement position data of each card of the hand stored in the second 
game image storing area 98 are compared to determine whether or not a coincident one is 
present. If "NO" in the step S35, that is, if no card is touched by the player, the hand 
selecting process is ended, and the process returns to the step S7 in Figure 9. 

If "YES" in the step S35, that is, if any of the cards is touched, since the player 

15 intends to select the card as a card to be arranged on the cards on the board, the CPU core 
42 stores data with a number of the instructed card in the selected card storing area 90 in a 
step S37, and stores the detected coordinates data as instructed position coordinates data 
of the instructed card in the selected card storing area 90 in a step S3 9. After completion 
of the step S39, the hand selecting process is ended, and the process returns to the step S7 

20 in Figure 9. 

On the other hand, if "YES" in the step S3 1 , that is, if any one of the cards has 
already been instructed by the player, in a succeeding step S41, the CPU core 42 
determines whether or not a touch panel input is present. If "YES" in the step S41, that is, 
if the touch input data is detected, the CPU core 42 matches the instructed position of the 

25 card corresponding to the card number stored in the selected card storing area 90 with the 
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coordinates data of the detected touch position in a step S43. That is, the position of the 
detected coordinates data is stored as an instructed position in the selected card storing 
area 90. In this case, the player moves a card on the game image of the hand by a drag 
operation, and therefore, the display position of the card is matched with the touch 
5 position by the player. 

Succeedingly, in a step S45, the CPU core 42 determines whether or not the card 
which is being selected is taken from the hand. For example, it is determined whether or 
not the instructed position coordinates of the selected card stored in the selected card 
storing area 90 is out of a range where the hand stored in the second game image storing 

10 area 98 is arranged (display position or area of the hand). In the card game, in response to 
the instructed card being taken out from the hand, it is determined that the card is selected. 

If "NO" in the step S45, that is, if the card which is being selected still exists in the 
arrangement area of the hand, the hand selecting process is ended, and the process returns 
to the step S7 in Figure 9. 

15 On the other hand, if "YES" in the step S45, that is, if the instructed position of the 

card which is being selected is out of the range of the hand, it is determined that the card is 
selected by the player. Thus, it is determined that the game image of the cards on the 
board which is being displayed on the LCD 12 becomes an image of an object to be 
operated. That is, the CPU core 42 sets "1" in the operational object image flag area 94 in 

20 a step S47. After completion of the step S47, the hand selecting process is ended, and the 
process returns to the step S7 in Figure 9. 

If "NO" in the step S41, that is, if the touch input data is not detected, it is grasped 
that a touch operation or a drag operation to the card instructed by the player is stopped, 
and the stick or the like 24 is released from the touch panel 22. Accordingly, in a step 

25 S49, the CPU core 42 sets the coordinates of the display position of the selected card to an 
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initial position, and clears the selected card storing area 90 in a step S51. Thus, the 
selected card is returned to the hand, and the player reselects one card from the hand. 
After completion of the step S51, the hand selecting process is ended, and then, the 
process returns to the step S7 in Figure 9. 
5 Returning to Figure 9, in the step S7, the CPU core 42 sets or instructs drawing of 

the hand except for the card which is being selected on the second LCD 14. That is, the 
CPU core 42 generates the game image of the hand except for the card with the card 
number stored in the selected card storing area 90 by utilizing the second GPU 52, for 
example, on the basis of the image data, etc. stored in the second game image storing area 
10 98 to draw it on the second VRAM 58, and sets or instructs displaying the game image of 
the hand on the LCD 14 by utilizing the LCD controller 60 storing "0" in the register 62. 
Thus, at a display updating timing, the generated game image of the hand is displayed on 
the LCD 14. 

Succeedingly, in the step S9, the CPU core 42 sets the cards on the board so as to 
15 be drawn in the first LCD 12. That is, the CPU core 42 generates the game image of the 
cards on the board on the basis of the image data, etc. stored in the first game image 
storing area 96 by utilizing the first GPU 50, for example to draw it on the first VRAM 
56, and sets the game image of the cards so as to be displayed on the LCD 12 by utilizing 
the LCD controller 60 storing "0" in the register 62. Thus, at a display update timing, the 
20 generated game image of the cards on the board is displayed on the LCD 12. 

Thus, if "0" is set in the operational object image flag, the game image of the cards 
on the board is displayed on the LCD 12, and the game image of the hand as an object to 
be operated is displayed on the LCD 14 with touch panel 22. 

On the other hand, if "NO" in the step S3, that is, if "1" is set in the operational 
25 object image flag area 94, the game image of the cards on the board is an object to be 
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operated, and therefore, in a succeeding step SI 1, the CPU core 42 executes an 
arrangement process to the cards on the board. The arrangement process to the cards on 
the board is shown in detail in Figure 11. 

In a first step S61 in Figure 1 1, the CPU core 42 determines whether or not a touch 
5 panel input is present. If "YES" in the step S63, that is, if touch input data is detected, in 
a succeeding step S63, the CPU core 42 matches the instructed position of the card 
corresponding to the card number stored in the selected card storing area 90 with the 
coordinates data of the detected touch position. More specifically, the position of the 
detected coordinates data is stored in the selected card storing area 90 as an instructed 

10 position of the selected card. In this case, the player moves the selected card by a drag 
operation on the game image of the cards on the board, and therefore, the display position 
of the selected card is aligned with the touch position by the player. After completion of 
the step S63, the arrangement process to the cards on the board is ended, and the process 
returns to a step S13 in Figure 9. 

15 On the other hand, if "NO" in the step S61, that is, if the touch input data is not 

detected, the CPU core 42 determines whether or not the card which is being selected is in 
an arrangeable position in a step S65. In the card game, the player can move a card which 
is being selected by a drag operation, and release the stick or the like 24 in the arrangeable 
position to whereby arrange the card in that position if possible. Accordingly, if the touch 

20 input is absent in the step S65, it is determined whether or not an instructed position 
coordinates stored in the selected card storing area 90 is included in the arrangeable 
position of the cards on the board for the card indicated by the card number. If "YES" in 
the step S65, that is, if the card which is being selected is placed in the arrangeable 
position, the CPU core 42 arranges the card which is being selected in the arrangeable 

25 position as cards on the board in a step S67, and then, the process proceeds to a step S75. 
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Thus, by determining that the selected card is in the arrangeable position, it is determined 
that the game image of the cards on the board which is being displayed on the LCD 14 
does not become an image of the object to be operated. 

If "NO" in the step S65, that is, if the card which is being selected is not placed in 
5 the arrangeable position, the CPU core 42 displays an error message, such as "Unable to 
arrange" on the game image of the LCD 12 or LCD 14 by utilizing the GPU 50 or the 
GPU 52 in a step S69. 

Then, in a step S7 1 , the CPU core 42 determines whether or not the card is 
reselected. For example, an unarrangeable card may be selected, and therefore, it is 

10 determined whether or not reselection of the card is performed. More specifically, it is 
determined whether or not a predetermined touch input, etc. by the player is present, or 
whether or not the card needs to automatically be reselected on the basis of the program. 
If "NO" in the step S7 1 , that is, if the card is not reselected, the arrangement process to the 
cards on the board is ended, and then, the process returns to a step S 1 3 in Figure 9. On the 

1 5 other hand, if "YES" in the step S7 1 , that is, if the card is reselected, the CPU core 42 sets 
the coordinates of the display position of the card which is being selected to an initial 
position in a step S73. Thus, the selected card is displayed in the original position of the 
hand. After completion of the step S73, the process proceeds to a step S75. According to 
the determination that the selected card is reselected, the game image of the cards on the 

20 board which is being displayed on the LCD 14 is not an image of the object to be 
operated. 

In a step S75, the CPU core 42 clears the selected card storing area 90, and cancels 
a selecting state of the selected card. Then, in a step S77, the CPU core 42 sets "0" in the 
operational object image flag area 94. That is, it is determined that the card which is 
25 being selected is placed in the arrangeable position of the cards on the board in the step 
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S65, or it is determined the card is reselected in the step S71, and therefore, it is 
determined that the game image of the cards on the board does not become an object to be 
operated, and the image of the object to be operated is switched to the game image of the 
hand. After completion of the step S77, the arrangement process to the cards on the board 
5 is ended, and then, the process returns to the step S13 in Figure 9. 

ReHtf»ii^g4a-Fig«5 : e-9"-iln the step S4-3-. S13 the CPU core 42 sets drawing of the 
cards on the board on the second LCD 14. That is, the CPU core 42 generates a game 
image of the cards on the board on the basis of the image data, etc. stored in the first game 
image storing area 96 by utilizing the GPU 52, for example, to draw it in the VRAM 58, 

10 and sets displaying of the game image of the cards on the board on the LCD 14 by 
utilizing the LCD controller 60 storing "0" in the register 62. Or, the CPU core 42 
generates the game image of the cards on the board by utilizing the GPU 50, for example, 
to draw it in the VRAM 56, and sets displaying of the game image of the cards on the 
board on the LCD 14 by utilizing the LCD controller 60 storing "1" in the register 62. 

15 Thus, at the display update timing, the generated game image of the cards on the board is 
displayed on the LCD 14. 

Furthermore, in a step S 15, the CPU core 42 sets drawing of the game image of the 
hand except for the card which is being selected on the first LCD 12. That is, the CPU 
core 42 generates the game image of the hand except for the card with the card number 

20 stored in the selected card storing area 90 by utilizing the GPU 50, for example, on the 
basis of the image data, etc. stored in the second game image storing area 98 to draw it on 
the second VRAM 56, and sets displaying of the game image of the hand on the LCD 12 
by utilizing the LCD controller 60 storing "0" in the register 62. Or, the CPU core 42 
generates the game image of the hand except for the selected card by utilizing the GPU 

25 52, for example, to draw it in the VRAM 58, and sets displaying the game image of the 
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hand on the LCD 12 by utilizing the LCD controller 60 storing "1" in the register 62. 
Thus, at a display update tkma gtime. the generated game image of the hand is displayed 
on the LCD 12. After completion of the step S15, the process proceeds to a step S17. 

In the step SI 7, the CPU core 42 determines whether or not a card which is being 
5 selected is present on the basis of the data in the selected card storing area 90. If "YES" in 
the step SI 7, the CPU core 42 sets drawing the card which is being selected on the second 
LCD 14 in a step S19. That is, the CPU core 42 generates an image of the card which is 
being selected on the basis of the instructed position coordinates data stored in the 
selected card storing area 90 and the image data, etc. stored in the second game image 

10 storing area 98 by utilizing the GPU 52, for example to draw it in the VRAM 58, and sets 
displaying of the image of the selected card on the LCD 14 by utilizing the LCD 
controller 60 storing "0" in the register 62. Or, the CPU core 42 generates an image of 
selected card by utilizing the GPU 50, for example to draw it in the VRAM 56, and sets 
displaying of the game image of the selected card on the LCD 14 by utilizing the LCD 

15 controller 60 storing "1" in the register 62. Thus, at the display update timing, the game 
image including the image of the selected card is displayed on the LCD 14. On the other 
hand, if "NO" in the step SI 7, that is, if no card is selected, the process directly proceeds 
to a step S21. 

In the step S21, the CPU core 42 determines whether or not a game is to be ended. 
20 Until "YES" is determined in the step S21, the process from the step S3 is repeated so as 
to progress the game. Then, when "YES" is determined in step S21, a game end process 
is executed in a step S23, and then, the card game process is ended. 

Furthermore, if the above-described pet-raising simulation game is played in the 
game apparatus 10 as another example, a game image representing an animal or pet 
25 (character) 1 10 is displayed on the LCD 12, and game images representing operation 
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icons 116, 118, 120 are displayed on the LCD 14 at a start of the game as shown in Figure 
12. That is, in this case, the game images representing the operation icons 116, 118, 120 
displayed on the LCD 14 are an object to be operated. In the background of the game 
image indicative of a pet displayed on the LCD 12, a room where the pet 1 10 is kept is 
5 drawn, and in the room, a plaything such as a ball, a bone, etc. is placed. As a game image 
indicative of the operation icon to be displayed on the LCD 14, a plurality of operation 
icons instructing a raising method, such as "Throw a ball" icon 116, "Call a pet" icon 118, 
"Feed a pet" icon 120, etc are displayed. In addition, in this embodiment, a parameter 
display image 112 indicative of a value of the parameter, such as feelings and a degree of 

10 domestication of a pet is displayed by a bar graph, for example, on the LCD 14. 

When a raising method is instructed, a player touches a corresponding position on 
the touch panel 22 such that a desired operation icon displayed on the LCD 14 is directly 
touched with the stick or the like 24. In Figure 12 example, the "Call a pet" icon 1 18 is 
instructed. Thus, the "Call a pet" icon image 1 18 is highlighted. By performing a 

15 predetermined operation, such as touching the "Call a pet" operation icon 118, and so 
forth, it is determined that the game image indicative of the pet 110 which is being 
displayed on the LCD 12 becomes an object to be operated. Then, when the game image 
of the pet 1 10 becomes an object to be operated, the pet 110 displayed on the LCD 12 is 
displayed so as to be operable on the LCD 14. In this embodiment, the pet 1 10 is 

20 displayed so as to be moved to the LCD 14. For example, the pet 1 10 moves so as to 
disappear downwardly (toward the lower side) on the screen of the LCD 12, and then 
appears from above (the upper side) on the screen of the LCD 14. Then, as shown in 
Figure 13, the pet 1 10 is displayed on the screen of the LCD 14. It should be noted that 
the background of the room from which the pet 1 10 disappears is displayed on the LCD 

25 12 as it is. 
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Thus, when the pet 1 10 is to be trained, for example, the pet is called on the screen 
of the LCD 14 with touch panel 22 to be trained for breeding. In the "Call a pet" raising, 
the player can train the pet 110 called on the LCD 14 by stroking, beating, and etc. As 
shown in Figure 13, if the player performs an operation so as to stroke the pet 1 10 with the 
5 stick or the like 24, the game image is changed such that the pet 110 is excited. Also, 
stroking raises the parameter to indicate feelings, etc. of the pet 110, which changes the 
game image such that a parameter value indicated by the parameter display image 112 
rises. 

On the other hand, as shown in Figure 14, if the player performs an operation so as 

10 to beat the pet 110 with the stick or the like 24, the game image is changed such that the 
pet 1 10 is pained. Also, in response to the beating, the parameter of the pet 1 10 descends, 
which changes the game image such that the parameter value indicated by the parameter 
display image 112 descends. 

Then, if an input to the touch panel 22 is absent for a fixed period of time, for 

15 example, it is determined that the pet 1 10 displayed on the LCD 14 does not become an 
object to be operated. Then, as shown in Figure 15, the pet 1 10 is displayed so as to return 
to the room displayed on the LCD 12. For example, the pet 110 moves so as to disappear 
upward (upper side) on the screen of the LCD 14, and then, appears from the below 
(lower side) of the screen of the LCD 12 so as to be displayed in the room. Additionally, 

20 the game image indicative of the operation icon is displayed on the LCD 14. Also, in 
Figure 15 example, the game image changed with the pet 110 excited as a result of the 
training is displayed on the LCD 12, and the parameter display image 112 with the 
parameter value rising is displayed on the LCD 14. 

It should be noted that as to the game image indicative of the operation icon 

25 displayed on the LCD 14 in Figure 12, if the "Throw a ball" operation icon 1 16 is 
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instructed, a raising is performed by causing the pet 110 to play with a ball in the room 
displayed on the LCD 12, for example, and the parameter is changed. 

Alternatively, if the "Feed a pet" operation icon 120 is instructed, a raising is 
performed by calling the pet on the screen of the LCD 14 and feeding it, and the 
5 parameter is changed similarly to the above-described "Call a pet" case. 

More specifically, in response to the "Feed a pet" operation icon 120 being 
touched, it is determined that the game image indicative of a pet becomes an object to be 
operated, and the pet 1 10 displayed on the LCD 12 is displayed on the LCD 14. The pet 
1 10 is displayed so as to move to the LCD 14 similarly to the above-described "Call a 
10 pet" case. Then, as shown in Figure 16, the pet 110 is displayed together with an image 
indicative of food 1 14 on the LCD 14. 

In the "Feed a pet" raising, the player feeds the pet 1 10 called on the LCD 14 to 
thereby raise it. For example, as shown in Figure 17, if the player makes a touch 
operation on the food image 114 with the stick or the like 24, the game image is changed 
15 such that the pet 110 delightedly eats the food. Also, the parameter indicative of the 

feelings, etc. of the pet 110 rises, and the game image is changed such that the parameter 
value represented by the parameter display image 1 12 rises. 

In the pet-raising simulation game, after the game image (pet 1 10) required for the 
touch panel operation is moved to the screen of the LCD 14 with touch panel 22, when the 
20 game image does not become an object to be operated, it is displayed on the screen of the 
LCD 12 with no touch panel 22 again, and therefore, it is possible to change a display 
destination of the game image depending on the necessity of the touch panel operation. 

In addition, after the game image (pet 1 10) required for a touch panel operation is 
moved to the screen of the LCD 14 with touch panel 22, and the display of the pet 1 10 is 
25 changed like being delighted or pained according to a touch panel operation by the player, 
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when the game image does not become an object to be operated, the changed game image 
is displayed on the screen of the LCD 12 with no touch panel 22. Also, it is possible to 
change the parameter image 1 12 along with the image of the pet 1 10. Thus, it is possible 
to clearly inform the player of a necessary object to be operated and a desired operation, 
5 capable of enhancing playability. 

Figure 18 and Figure 19 show a game operation when the above-described 
pet-raising simulation game is played in the game apparatus 10. As shown in Figure 18, 
when starting the pet-raising simulation game, the CPU core 42 first executes an initial 
setting to set initial values to various variables and flags in a step S91. For example, "0" 

10 is set to the operational object image flag area 94. 

Next, in a step S93, the CPU core 42 sets or instructs displaying of a game image 
including a character (pet 1 10) on the LCD 12. That is, the CPU core 42 generates the 
game image including the character on the basis of the character image data, etc. stored in 
the first game image storing area 96 by utilizing the GPU 50, for example to draw it in the 

1 5 VRAM 56, and sets or instructs displaying the game image on the LCD 1 2 by utilizing the 
LCD controller 60 storing "0" in the register 62. Thus, at a display update ttflM-o gtime. the 
game image including the generated character is displayed on the LCD 12. 

Succeedingly, in a step S95, the CPU core 42 sets displaying the game image 
including a parameter of the character and an operation icon on the LCD 14. That is, the 

20 CPU core 42 generates the game image including the operation icon, etc. on the basis of 
the operation icon data and parameter image data stored in the second game image storing 
area 98 and the parameter value, etc. stored in the parameter storing area 92 by utilizing 
the GPU 52, for example to draw it in the VRAM 58, and sets displaying the game image 
on the LCD 14 by utilizing the LCD controller 60 storing "0" in the register 62. Thus, at 

25 a display update timing, the game image including the generated operation icon, etc. is 
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displayed on the LCD 14. 

Then, the CPU core 42 obtains the touch input data via the I/F circuit 54 to 
determine whether or not the touch panel input is present in a step S97. If "NO" in the 
step S97, that is, if the touch input data is not detected, the process proceeds to a step 
S105. 

On the other hand, if "YES" in the step S97, that is, if the touch input data is 
detected, the CPU core 42 sets changing the image display on the LCD 14 on the basis of 
the coordinates data of the detected touch position in a step S99. For example, as shown 
in Figure 12, the touched operation icon is highlighted. 

Then, in a step S101, the CPU core 42 determines whether or not a predetermined 
operation is performed. That is, the CPU core 42 determines whether or not the position 
indicated by the detected coordinates data is included in the coordinates indicative of the 
data of the display position or range of the "Call a pet" operation icon 1 18 or the "Feed a 
pet" operation icon 120. If "YES" in the step S 101, that is, if a predetermined operation is 
performed, by determining that the image indicative of the pet displayed on the LCD 12 
becomes an object to be operated, the CPU core 42 sets "1" in the operational object 
image flag area 94 in a step S103, then, the process proceeds to the step S105. 

If "NO" in the step S 101, that is, if no touch operation is performed on the "Call a 
pet" or "Feed a pet" operation icon, the process proceeds to the step S105. 

In the step S 105, the CPU core 42 determines whether or not the operational object 
image flag is "1". If "NO" in the step S105, that is, if "0" is set to the operational object 
image flag, the game image indicative of the operation icon displayed on the LCD 14 
remains to be an object to be operated, and the CPU core 42 determines whether or not the 
game is to be ended in a step S107. If "NO" in the step S107, that is, if it is not the game 
end, the process returns to the step S97. On the other hand, if "YES" in the step S 107, that 
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is, if an operation indicative of a game end is performed by the player, for example, the 
CPU core 42 executes a game end process in a step S 109 to end the pet-raising simulation 
game process. 

On the other hand, if "YES" in the step S105, that is, if "1" is set to the operational 
5 object image flag area 94, the CPU core 42 controls the movement of character such that 
the character (pet 1 10) displayed on the LCD 12 downwardly disappears on the screen in 
a step Sill. That is, the CPU core 42 generates an image in which the pet 1 10 
downwardly disappears on the screen of the LCD 12 by utilizing the GPU 50, etc., for 
example, and sets displaying it on the LCD 12. It should be noted that background 

10 indicative of the raising room of the pet 1 10 is fixed, and displayed on the LCD 12 as it is. 
Then, in the step SI 13, the CPU core 42 controls the movement of the character such that 
the character appears from above of the screen of the LCD 14. That is, the CPU core 42 
generates an image in which the pet 110 moves so as to appear from above on the screen 
by utilizing the GPU 52, etc. and sets displaying it on the LCD 14. Thus, a game image in 

15 which the pet 110 moves from the LCD 12 to the LCD 14 as the game progresses is 

displayed, and finally, as shown in Figure 13 or Figure 16, for example, the pet 1 10 is 
displayed on the LCD 14 with touch panel 22. 

Succeedingly, in a step SI 15 in Figure 19, the CPU core 42 determines whether or 
not a touch panel input is present. If "YES" in the step S 1 1 5, that is, if touch input data is 

20 detected, the CPU core 42 determines whether or not a pet calling raising in a step SI 17. 
If "YES" in the step SI 17, the CPU core 42 executes a raising process by calling a pet in 
a step SI 19. The raising process by calling a pet is executed on the basis of the input 
coordinates data as shown in detail in Figure 20. 

In a first step S151 in Figure 20, the CPU core 42 determines whether or not the 

25 detected coordinates data is on the character. If "YES" in the step S151, that is, if the 
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detected touch position is included in the coordinates of the data indicative of the display 
position or range of the character, the CPU core 42 detects a change of the input 
coordinates data in a step S153. For example, in a touch input data buffer area not shown 
of the RAM 48, a plurality of piece of detected touch input data is stored, and the changes 
of the coordinates data of them are checked. 

Then, in a step SI 55, the CPU core 42 determines whether or not the coordinates 
data is continuously changed. For example, as shown in Figure 13, if the player strokes 
the pet 1 10 with the stick or the like 24, the coordinates data is continuously changed. On 
the other hand, as shown in Figure 14, if the player beats the pet 1 10 with the stick or the 
like 24, the coordinates data does not continuously change, and are intermittently 
detected. In the step SI 55, it is determined whether the player strokes or beats the pet 
110. 

If "YES" in the step S155, that is, if the player makes an operation to stroke the pet 
110, the CPU core 42 changes the displays such that the character displayed on the LCD 
14 reacts in a delighted way in a step S157. That is, the CPU core 42 generates a game 
image in which the pet 1 10 is delighted by utilizing the GPU 52, etc.,, ;ferfbr example, to 
display it on the LCD 14. 

In addition, in a step S159, the CPU core 42 raises the parameter by a 
predetermined value to thereby store the updated value in the parameter storing area 92. 
Also, the CPU core 42 generates a parameter image 112 changed so as to raise the 
parameter value on the basis of the updated parameter value, and sets displaying it on the 
LCD 14. 

On the other hand, if "NO" in the step S 155, that is, if the player makes an 
operation to beat the pet 1 10, the CPU core 42 change the display such that the character 
displayed on the LCD 14 reacts in pained way in a step S161. That is, the CPU core 42 
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generates the game image in which the pet is pained by utilizing the GPU 52, etc., and sets 
displaying it on the LCD 14. 

In addition, in a step SI 63, the CPU core 42 reduces the parameter by a 
predetermined value to store the updated value in the parameter storing area 92. In 
5 addition, a parameter image 112 with the parameter value reduced is generated on the 
basis of the updated parameter value, and is set to be displayed on the LCD 14. 

After completion of the step S159 or the step S163, the raising process by calling a 
pet is ended, and the process returns to the step S127 in Figure 19. 

Returning to Figure 19, if "NO" in the step SI 17, the CPU core 42 determines 
10 whether or not a pet feeding raising in a step S121. If "YES" in the step S 121, the CPU 
core 42 executes a raising process by feeding in a step SI 23. In the process, if the 
detected touch input data is one representing the food image 1 14, the CPU core 42 
generates a game image in which the pet 110 delightedly eats the food by utilizing the 
GPU 52, etc. and sets displaying of it on the LCD 14. In addition, the CPU core 42 raises 
15 the parameter by a predetermined value to update the parameter storing area 92. Then, 
the CPU core 42 generates a parameter image 114 with the parameter value raised by 
utilizing the GPU 52, etc., and sets displaying it on the LCD 14. After completion of the 
step S123, the process proceeds to a step S127. 

It should be noted that if "NO" in the step S 121, the CPU core 42 executes a 
20 process for another raising process in a step SI 25, and the process proceeds to the step 
S127. 

In the step S 127, the CPU core 42 determines whether or not no touch input is kept 
for a fixed period of time. If "YES" in the step SI 27, that is, if not touch input data is 
detected after a lapse of a fixed period of time from the display on the LCD 14 or from a 
25 previous touch input, for example, it is determined that the pet 1 10 displayed on the LCD 
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14 is not an object to be operated, and the CPU core 42 sets "0" in the operational object 
image flag area 94 in a step S129. On the other hand, if "NO" in the step S127, the 
process directly proceeds to a step S131. 

In a step S 13 1, the CPU core 42 determines whether or not the operational object 
5 image flag is "0". If "YES" in the step S 13 1, the CPU core 42 controls the movement of 
the character such that the character displayed on the LCD 14 upwardly disappears from 
the screen in a step S 1 3 3 . That is, the CPU core 42 generates the game image in which the 
pet 1 10 moves so as to upwardly disappear from the screen is generated by utilizing the 
GPU 52, etc. and sets displaying it on the LCD 14. Then, in a step SI 35, the CPU core 42 

10 controls the movement of the character such that the character appears from the bottom of 
the screen on the LCD 12. That is, the CPU core 42 generates a game image in which the 
pet 1 10 moves so as to appear from the bottom of the screen by utilizing the GPU 50, etc. 
and sets displaying it on the LCD 12. Thus, as the game progresses, the game image in 
which the pet 110 moves from the LCD 14 to the LCD 12 is displayed, and finally, as 

15 shown in Figure 15, for example, the game image indicative of the pet 1 10 is displayed on 
the LCD 12 again, and the game image indicative of the operation icon is displayed on the 
LCD 14. In this case, the game image is displayed in a state of changed such that a raising 
result is reflected. For example, in Figure 15, the pet 1 10 is displayed in the delighted 
manner on the LCD 12, and the parameter image 1 12 with the parameter value rising is 

20 displayed on the LCD 14. After completion of the process in the step S135, the process 
returns to the step S97 in Figure 18 to perform a process according to an operation on the 
game image represented by the operation icon displayed on the LCD 14. 

On the other hand, if "NO" in the step S 1 3 1 , that is, if the operational object image 
flag is "1", the game image of the character is still an object to be operated. In a step 

25 S 137, the CPU core 42 determines whether or not the game is to be ended, and if "NO", 
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the process returns to the step SI 15 to perform a process according to an operation with 
respect to the character image. On the other hand, if "YES" in the step S 1 1 5, the process 
proceeds to the step S109 in Figure 18 to execute the game end process, ending the 
pet-raising simulation game. 
5 According to the embodiment, the two screens of the LCD 12 and the LCD 14 are 

provided, and the touch panel 22 is provided on the LCD 14, and therefore, it is possible 
to play the game by performing an operation, like directly touching via the touch panel 
22, on the game image on the touch panel 22 out of the game images respectively 
displayed on the two screens. Then, when a game image (the cards on the board, pet 1 10, 

10 etc.) displayed on the screen of the LCD 12 with no touch panel 22 becomes an object to 
be operated, the game image is displayed on the screen of the LCD 14 with the touch 
panel 22, and therefore, the game image required for a touch panel operation is moved to 
and displayed on the screen with the touch panel 22, allowing the player to operating the 
image as if he or she directly touches it and to play the game. Also, since the game image 

15 required for a touch panel operation is displayed on the screen with touch panel 22 of the 
LCD 14, the player can easily grasp which game image is an object to be operated, 
allowing a simple game play. 

It should be noted that in the pet-raising simulation game of the above-described 
embodiment, when the pet 1 10 displayed on the screen of the LCD 12 becomes an object 

20 to be operated, the image of the pet 1 10 is displayed on the LCD 14 with touch panel 22. 
However, as the modified example 1 of pet-raising simulation game shown in Figure 2 1 
and Figure 22, when the pet (character) 1 10 becomes an object to be operated, the upper 
screen displayed with the pet 1 10 and the lower screen displayed with the icon are 
entirely switched with each other. 

25 More specifically, as shown in Figure 21 (A), on the LCD 12 (upper screen), a 
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plurality of pets 1 10A, 1 10B and 1 IOC are displayed, and on the LCD 14 (lower screen), 
parameter display images 112A, 112B and 112C respectively representing feelings, etc. 
of the plurality of pets 1 10A, HOB and 1 IOC are displayed together with a plurality of 
operation icons ("Throw a ball" icon 1 16, "Call a pet" icon 118, "Feed a pet" icon 120, 
5 etc.). When a predetermined input is performed on a display position or range of the 

"Call a pet" icon 1 1 8 (or "Feed a pet" icon 120) out of the plurality of operation icons, it is 
determined that images representing the pets 1 10A-C or an entire game screen including 
the pets 1 10A-C becomes an object to be operated, and the operational object image flag 
is rewritten. Then, as shown in Figure 21(B), the screen including the pets 1 10 A-C 

10 displayed on the LCD 12 is displayed on the LCD 14, and the screen including the 

operation icons 1 16, 1 18, and 120 and the parameter display images 112 A-C displayed 
on the screen LCD 14 is displayed on the LCD 12. 

Thus, when the game image including the plurality of pets 1 10 A-C is displayed 
on the LCD 14, the user performs a predetermined operation on a display position of each 

15 of pets 1 10 A-C with a stick or the like 24 to thereby perform a raising on the selected pet 
1 10 similarly to the above-described embodiment. Additionally, the entire game screen 
including the plurality of pets 1 10 A-C is moved to the lower screen, and therefore, with 
one selecting operation of the operation icon 118, the plurality of pets 1 10 A-C are made 
to be an operable state. 

20 Also, a "return" icon 122 is added to the screen of the LCD 14. The "return" icon 

122 is utilized for instructing return of the display position of the switched screen. That 
is, as shown in Figure 22 (A), when a predetermined input is performed on the display 
position or area (range) of the "return" icon 122, it is determined that the image indicative 
of the pets 110 A-C which is being displayed on the LCD 14 or an entire screen including 

25 them does not become an object to be operated, or it is determined that the operation icons 
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1 16, 118, 120 which is being displayed on the LCD 12 or the screen including them 
becomes an object to be operated, and the operational object image flag is rewritten so as 
to be the original. It should be noted that similarly to the above-described embodiment, if 
no coordinates input is detected for a fixed period of time also, it is determined that the 
5 image including the pet 1 10 which is being displayed on the LCD 14 is no longer an 
object to be operated, and the operational object image flag is returned to the original. 

Then, as shown in Figure 22 (B), the screen is switched again. That is, the screen 
including pets 1 10 A-C displayed on the LCD 14 is displayed on the LCD 12, and the 
screen including the operation icons displayed on the LCD 12 is displayed on the LCD 

10 14. Also, the "Return" icon 122 displayed on the lower screen for instructing returning of 
the switch of the screen is not necessary, and thus, erased from the LCD 14. 

Figure 23 and Figure 24 shows one example of an operation of the game apparatus 
10 if a modified example 1 of the pet-raising simulation game is executed. It should be 
noted that the same reference numerals are applied to the process the same as that in the 

15 above-described Figure 18 and Figure 19 out of the operation shown in Figure 23 and 
Figure 24 to thereby omit the detailed description thereof. 

If "YES" in the step S105 in Figure 23, that is, if an input to the display position of 
the operation icon 1 18 or 120 is present, and "1" is stored in the operational object image 
flag area 94, the CPU core 42 displays a game image including the character which is 

20 being displayed on the LCD 1 2 on the LCD 1 4 in a step S 1 8 1 . For example, the CPU core 
42 generates a game screen including each of the pets 1 10 A-C on the basis of the image 
data, etc. indicative of each of the pets 1 10 A-C in the first game image data storing area 
96, and displays it on the LCD 14 by utilizing the GPU 52 (or GPU 50) and the LCD 
controller 60. Furthermore, in a step SI 83, the CPU core 42 displays a game image 

25 including the parameter display images 1 12 A-C and the operation icons 116, 118, 120 
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which are being displayed on the LCD 14 on the LCD 12. For example, the CPU core 42 
generates a game screen including the parameter display images 112 A-C and the 
operation icons 116, 118, 120 on the basis of the image data indicative of the parameter 
display image of the second game image data storing area 98 and the image data 
5 indicative of the operation icon, and displays it on the LCD 12 by utilizing the GPU 50 (or 
GPU 52) and the LCD controller 60. In addition, in a step S 1 85, the CPU core 42 displays 
the "Return" icon 122 on the LCD 14. For example, the CPU core 42 generates an image 
indicative of the "Return" icon 122 on the basis of the data for displaying the "Return" 
icon 122 stored in the image data storing area 88 in a predetermined display position or 

10 area on the screen generated in the step S183, and displays it on the LCD 14 by utilizing 
the GPU 52 (or GPU 50) and the LCD controller 60. After completion of the process in 
the step SI 85, the process proceeds to the step SI 15 in Figure 24. Thus, as shown in 
Figure 21, the game screens are switched between the LCD 12 and the LCD 14. 

Furthermore, if "NO" in the step SI 27 in Figure 24, the CPU core 42 determines 

15 whether or not the "Return" icon 122 is selected in a succeeding step S191. That is, the 
CPU core 42 determines whether or not the detected input coordinates are included in the 
display position or area of the "Return" icon 122 on the basis of the detected touch input 
data and the data indicative of the display position of the "Return" icon 122 stored in the 
image data storing area 88. If "YES" in the step S 1 9 1 , it is considered that the screen 

20 including the pet 1 10 which is being displayed on the LCD 14 is not an object to be 

operated, and "0", for example, is written to the operational object image flag area 94 in 
the step S129. On the other hand, if "NO" in the step S 19 1, the process proceeds to the 
step S13 1 without changing the object to be operated. 

Then, if "YES" in the step S131, the CPU core 42 displays the game image 

25 including the character (pets 1 10 A-C), etc. which is being displayed on the LCD 14 on 
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the LCD 12 in a step S193. Furthermore, in a step S195, the CPU core 42 displays the 
game image including the parameter display images 112 A-C and the operation icons 
1 16, 118, 120, etc. which is being displayed on the LCD 12 on the LCD 14. In addition, 
the CPU core 42 erases the "Return" icon 122 which is being displayed on the LCD 14 in 
5 a step S197. For example, in the steps SI 95 and SI 97, data to display the screen not 

including the "Return" icon 122 is generated so as to be displayed on the LCD 14. Thus, 
as shown in Figure 22, the game screens are switched between the LCD 12 and the LCD 
14 so as to be returned to the original arrangement again. After completion of the process 
in the step S197, the process returns to the step S97 in Figure 23. 

10 Figure 25 shows one example of an operation of a raising process by calling a pet 

(step SI 19 in Figure 24) in the modified example 1 . It should be noted that the same 
reference numerals are applied to the process the same as that in the above-described 
Figure 20 out of the process shown in Figure 25 to thereby omit the detailed description. 
In a step S201 in Figure 25, the CPU core 42 determines whether or not the 

15 detected coordinates data is equal to the display position coordinates in any one of the 

characters (pets 1 10 A-C) on the basis of the detected touch input data and data indicative 
of the display position of each character stored in the first game image storing area 96. In 
this embodiment, the plurality of pets 1 10 A-C are displayed on the screen, and therefore, 
a pet that a user intends to raise is specified. 

20 Then, when it is determined that the pet 110 is stroked, the CPU core 42 changes 

the display of the character such that the character (pet 1 10) corresponding to the detected 
coordinates which is being displayed on the LCD 14 reacts in a delighted way in a step 
S203. Also, in a step S205, the CPU core 42 raises the parameter of the character (pet 
1 10) corresponding to the detected coordinates by a predetermined value to change the 

25 parameter display image 112 such that the parameter value is raised. 
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Alternatively, when it is determined that the pet 1 10 is beaten, the CPU core 42 
changes the display of the character (pet 110) corresponding to the detected coordinates 
which is being displayed on the LCD 14 such that the character reacts in a pained way in 
a step S207. In addition, in a step S209, the CPU core 42 lowers the parameter of the 
5 character (pet 1 10) corresponding to the detected coordinates by a predetermined value, 
and changes the parameter display image 112 such that the parameter value is reduced. 
After completion of the process in the step S205 or the step S209, the process returns to 
the step SI 27 in Figure 24. 

In the above-described modified example 1 of the pet-raising simulation game, the 
10 entire screen including the plurality of pets 1 10 is moved from the upper screen to the 

lower screen. However, as shown in the modified example 2 of the pet-raising simulation 
game shown in Figure 26 to Figure 30, a selected image out of the plurality of pets 1 10 
may be moved. 

In the modified example 2, as shown in Figure 26 (A), a plurality of pets 1 10A, 
15 1 10B and 1 10C are displayed on the LCD 12. On the other hand, a "Call a dog A" icon 
1 18A, a "Call a dog B" icon 1 18B, a "Call a dog C" 1 18C, and a "Call all" icon 1 18D are 
displayed as an operation icon on the LCD 14. These are equal to the "Call a pet" icon 
1 18 in the embodiment of the above-described pet-raising simulation game, and are for 
moving the pet 1 10 to the lower screen in order to raise the pet. It should be noted that the 
20 parameter display images 112 A-C indicative of a parameter such as feelings, etc. of each 
of the pets 1 10 A-C are also displayed on the lower screen. 

More specifically, the icons 118A, 118B and 1 18C are operation icons which are 
respectively corresponded to the pets 110A, HOB and 1 10C, and are for instructing 
movement of the corresponding pet 1 10 to the lower screen. In the data storage area, data 
25 which brings the identification number of the plurality of pets 1 10 into correspondence 
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with the identification number and the display position, etc. of the plurality of operation 
icons 118, for example, are stored. When a coordinates input to the display position of 
each icon 1 1 8A-C is detected, it is determined that a corresponding pet 1 10 A-C becomes 
an object to be operated. In the operational object image flag area 94, operational object 
5 image flags A-C which are respectively corresponded to the plurality of pets 110 A-C are 
provided. When the pet 1 10 becomes an object to be operated, "1", for example, is set in 
the corresponding operational object image flag, and when the pet 1 10 is not an object to 
be operated, "0", for example, is set in the corresponding operational object image flag. 
Then, an image showing the pet 1 10 having the operational object image flag of "1" is 

1 0 displayed on the LCD 1 4. 

In Figure 26 (A), the "Call a dog A" icon 1 1 8A is selected, and therefore, as shown 
in Figure 26 (B), the corresponding pet 1 1 OA is displayed on the LCD 14, and the rest of 
the pets 1 10B and 1 10C are displayed on the background of the LCD 12. In Figure 27 
(A), the "Call a dog C" icon 1 1 8C is selected, and therefore, as shown in Figure 27 (B), 

15 the corresponding pet 1 10C is displayed on the LCD 14, and the rest of the pets 1 10A and 
1 10C are displayed on the background of the LCD 12. Thus, when the selected pet 1 10 is 
displayed on the lower screen, a raising the pet 110 is allowed. 

Also, when the pet 1 10 is moved to the lower screen so as to be displayed, the 
"Return" icon 122 is displayed on the lower screen as shown in Figure 26(B) and Figure 

20 27(B). The "Return" icon 122 is for instructing returning of the image indicative of the 
pet 1 10 moved to the lower screen to the upper screen, and by selecting the icon 122 as a 
selected area, the pet 1 10 displayed on the lower screen is returned to the upper screen. 

In addition, the "Call all" icon 1 18D is for instructing collectively moving of all 
the pets 1 10 A-C to the lower screen. When the coordinates input to the display position 

25 of the icon 1 1 8D is detected, it is determined that all the pets 110 A-C become an object to 
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be operated, and "1" is set to the operational object image flags A-C corresponding to all 
the pets. Thus, as shown in Figure 28 (A), when the "Call all" icon 1 18D is selected, an 
image showing all the pets 1 10 A-C is displayed on the LCD 14 as shown in Figure 28 
(B). Thus, it is possible to raise all the pets 1 10 A-C. 
5 Furthermore, when all the pets 1 10 A-C are moved to the lower screen, a "Return 

A" icon 122 A, a "Return B" icon 122B, a "Return C" icon 122C, and a "Return all" icon 
122D are displayed on the lower screen as shown in Figure 28 (B). 

The icons 122A, 122B, and 122C are the operation icons which are respectively 
corresponded to the pets 1 10A, 1 10B and 1 10C, and are for instructing moving a 

10 corresponding pet 1 10 to the upper screen. When a coordinates input to the display 

position of each icon 122 A-C is detected, it is determined that a corresponding pet 110 
A-C does not become an object to be operated, and "0" is set to the corresponding 
operational object image flag. Then, an image indicative of the pet 110 having the 
operational object image flag of "0" is displayed on the LCD 12. 

15 In Figure 29(A), since the "Return B" icon 122B is selected, a corresponding pet 

1 10B is displayed on the LCD 12 as shown in Figure 29 (B). On the other hand, the rest 
of the pets HOB and 1 10C are displayed together with the operation icons 122 A, 122C 
and 122D, etc on the LCD 14. The operation icon 122B for returning the pet 1 1 0B to the 
upper screen is not needed, and therefore, it is erased from the lower screen. 

20 Furthermore, the icon 122D is for instructing collectively moving of all the pets 

1 10 A-C to the upper screen. When a coordinates input to the display position of the icon 
122D is detected, it is determined that all the pets 1 10 A-C do not become an object to be 
operated, and "0" is set to the operational object image flags A-C corresponding to all the 
pets. Thus, when the "Return all" icon 122D is selected as shown in Figure 30 (A), the 

25 image representing all the pets 1 10 A-C is displayed on the LCD 12 as shown in Figure 
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30(B). Furthermore, the initial operation icons 1 18A-D for moving the pets 1 10 A-C 
individually or collectively to the lower screen is displayed on the LCD 14 again. 

Figure 3 1 and Figure 32 show one example of an operation of the game apparatus 
10 in a case that the modified example 2 of the pet-raising simulation game is executed. It 
5 should be noted that the same reference numerals are applied to the processes the same as 
that in the above-described Figure 18 and Figure 19 or Figure 23 and Figure 24 out of the 
operations shown in Figure 3 1 and Figure 32 to thereby omit the detailed description. 

In a first step S221 in Figure 31, the CPU core 42 executes an initial setting to set 
initial values in various variables, flags, etc. And, "0" is set to all the operational object 

10 image flags in the operational object image flag area 94. 

In a step S223, the CPU core 42 executes an operational object determining 
process 1 on the basis of the detected touch input coordinates and the display position 
coordinates of each icon 118 stored in the second game image storing area 98. The 
operation of the operational object determining process 1 is shown in Figure 33. 

15 In a first step S271 in Figure 33, the CPU core 42 determines whether or not the 

"Call a dog A" icon 1 18A is instructed, and if "YES", "1" is stored in the storage area of 
the operational object image flag A corresponding to the pet 1 1 OA in a step S273. Also, if 
"NO" in the step S271, the CPU core 42 determines whether or not the "Call a dog B" 
icon 1 18B is instructed in a step S275, and if "YES", "1" is stored in the storage area of 

20 the operational object image flag B corresponding to the pet 1 10B in a step S277. If 
"NO" in the step S275, the CPU core 42 determines whether or not the "Call a dog C" 
icon 1 18C is instructed in a step S279, and if "YES", "1" is stored in the storage area of 
the operational object image flag C corresponding to the pet 1 10C in a step S281. 
Alternatively, if "NO" in the step S279, the CPU core 42 determines whether or not the 

25 "Call all" icon 1 1 8D is instructed in a step S283, and if "YES", "1" is stored in the 
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respective storage areas of the operational object image flags corresponding to all the pets 
1 10 in a step S285. It should be noted that if "NO" in the step S283, that is, if none of the 
operation icons 118 A-D is instructed, the operational object determining process 1 is 
ended, and the process returns to the step S225 in Figure 3 1 . 
5 Returning to Figure 31, in the step S225, the CPU core 42 determines whether or 

not the character (pet 1 10) having the operational object image flag of "1" is present. 
More specifically, it is determined whether or not the character with the operational 
object image flag changed to "1" is present. If "YES" in the step S225, that is, if the 
character which becomes an object to be operated exists, the CPU core 42 specifies a 

10 applied character on the basis of the operational object image flag, and controls the 

movement of it such that the applied character which is being displayed on the LCD 12 
downwardly disappears from the screen in a step S227. Succeedingly, in a step S229, the 
CPU core 42 controls the movement of it such that the applied character appears from 
above of the screen on the LCD 14. For example, when "1" is set to the operational object 

15 image flag A, a screen is displayed in which the pet 1 10A corresponding to the applied 
flag A moves to the lower end of the LCD 12, and appears from the upper end of the LCD 
14 and moves to a predetermined display position. Or, when "1" is set to all the 
operational object image flag A-C, a screen in which all the pets 1 10 A-C move from the 
upper screen to the lower screen is displayed. In a step S23 1, the CPU core 42 displays an 

20 applied "Return" icon 122 on the LCD 14 on the basis of the data for displaying the 

"Return" icon 122A-D stored in the image data storing area 88 and the operational object 
image flag. For example, if "1" is set to the only one operational object image flag, one 
"Return" icon 122 is displayed on the LCD 14. Also, if "1" is set to the plurality of 
operational object image flags, the applied plurality of game characters are specified on 

25 the basis of the data, etc. indicative of a correspondence between the operational object 
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image flag and the game character stored in the data storage area, and the "Return" icon 
122 for each character on the LCD 14 is displayed. Also, if "1" is set to all the operational 
object image flags, the "Return" icon 122 for each character and the "Return all" icon 
122D are displayed on the LCD 14. After completion of the process in the step S23 1, the 
5 process proceeds to the step SI 15 in Figure 32. 

Thus, after moving the pet 1 10 to the lower screen, the CPU core 42 executes an 
operational object determining process 2 in a step S241 in Figure 32 on the basis of the 
detected touch input coordinates, the display position coordinates of each icon 122 stored 
in the image data storing area 88, etc. The operation of the operational object determining 

10 process 2 is shown in detail in Figure 34. 

In a first step S291 in Figure 34, the CPU core 42 determines whether or not the 
"Return A" icon 122 A is instructed, and if "YES", "0" is stored in a storage area of the 
operational object image flag A corresponding to the icon 122 A (pet 1 10A) in a step 
S293. If "NO" in the step S293, the CPU core 42 determines whether or not the "Return 

15 B" icon 122B is instructed in a step S295, and if "YES", "0" is stored in a storage area of 
the operational object image flag B corresponding to the icon 122B (pet 1 10B) in a step 
S297. Also, if "NO" in the step S295, the CPU core 42 determines whether or not the 
"Return C" icon 122C is instructed in a step S299, and if "YES", "0" is stored in a storage 
area of the operational object image flag C corresponding to the icon 122C (pet 1 10C) in 

20 a step S30 1 . Furthermore, if "NO" in the step S299, the CPU core 42 determines whether 
or not the "Return all" icon 122D is instructed in a step S303. If "NO" in the step S303, 
the CPU core 42 determines whether or not input coordinates is not detected for a fixed 
period of time in a step S305. If "YES" in the step S303 or the step 305, the CPU core 42 
stores "0" in the storage areas of all the operational object image flags in a step S307. It 

25 should be noted that if "NO" in the step S305, the operational object determining process 
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2 is directly ended, and the process returns to a step S243 in Figure 32. 

In the step S243 in Figure 32, the CPU core 42 determines whether or not the 
character (pet 1 10) having the operational object image flag of "0" is present. More 
specifically, it is determined whether or not the character with the operational object 
5 image flag changed to "0" is present. If "NO" in the step S243, the character which does 
not become an object to be operated is not present, the process proceeds to a step SI 37. 

Alternatively, if "YES" in the step S243, that is, if the character which does not 
become an object to be operated is present, the CPU core 42 controls the movement of it 
such that the applied character displayed on the LCD 14 upwardly disappears from the 

10 screen in a step S245. Succeedingly, in a step S247, the CPU core 42 controls the 

movement of it such that the applied character appears from the bottom of the screen on 
the LCD 12. Also, in a step S249, the CPU core 42 erases the applied "Return" icon 122 
which is being displayed on the LCD 14. For example, data to display the screen not 
including the applied "Return" icon 122 is generated so as to be displayed on the LCD 14. 

15 Succeedingly, in a step S25 1, the CPU core 42 determines whether or not the 

character having the operational object image flag of "1" is present. If "YES" in the step 
S251, that is, if the character of the object to be operated still remains, the process 
proceeds to a step S 137. On the other hand, if "NO" in the step S25 1, all the characters do 
not become an object to be operated, and are moved to the LCD 12, and therefore, the 

20 CPU core 42 displays the initial operation icons 1 18A-D on the LCD 14 in a step S253. 
After completion of the process in the step S253, the process returns to the step S97 in 
Figure 31. 

In each of the above-described embodiments, in a step S101 in Figure 18, for 
example, when the touch input coordinates are a specific position (display position of the 
25 operation icon 118, 120 or the like), it is determined that the game image which is being 
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displayed on the LCD 12 (the pet 1 10 or the screen including the pet 1 10, and the like) 
becomes an object to be operated. However, in another embodiment, when the input 
coordinates are one which indicates the presence of an specific instructing operation, it 
may be determined that the game image which is being displayed on the LCD 12 is an 
5 object to be operated, or it may be determined that the game image which is being 
displayed on the LCD 14 does not become an object to be operated. The specific 
instructing operation may be, for example, to instruct an arbitrary position (arbitrary 
position on the touch panel 22) on the LCD 14 twice in a brief time (double-click 
operation), or to continuously change an instructed position by a predetermined distance 

10 (or for a predetermined time period) (drag operation or sliding operation), etc. In these 
cases, determining changes or continuous detection time of the coordinates data makes it 
possible to determine whether or not a specific instructing operation is present. 

Also, in each of the above-described embodiments, by determining an image of an 
object to be operated on the basis of the input data (coordinates data) from the touch panel 

15 22, a character image displayed on the upper screen or a game image such as an entire 
screen, etc. is displayed on the lower screen, or the game image displayed on the lower 
screen is displayed on the upper screen. However, the display control of the game images 
between the LCD 12 and the LCD 14 may be executed on the basis of operation input data 
from the operating switch 20 or sound input data from the microphone 34. 

20 For example, in the pet-raising simulation game, if the pet 110 is displayed on the 

LCD 12 ( Figure 12, Figure 21 (A), etc.), when the obtained operation input data is data 
indicative of instructing the down direction key of the cross switch 20a, for example, or 
when the obtained sound input data is data indicative of exceeding a predetermined 
volume, data which indicates a predetermined sound wave form, or the like, it is 

25 determined that the pet 1 10 becomes an object to be operated, and thus the pet 1 10 may be 
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displayed on the LCD 14. On the other hand, if the pet 110 is displayed on the LCD 14 
(Figure 13, Figure 22 (A), etc.), when the obtained operation input data is data indicative 
of instructing the up direction key of the cross switch 20a, for example, or when the 
obtained sound input data is data indicative of exceeding a predetermined volume, data 
5 which indicates a predetermined sound wave form, or the like, it is determined that the pet 
1 10 does not become an object to be operated, and thus, the pet 1 10 may be displayed on 
the LCD 12. 

More specifically, Figure 35 and Figure 36 show one example of an operation of 
the game apparatus 10 in this case. It should be noted that a modified example 3 in the 

10 pet-raising simulation game shown in Figure 35 and Figure 36 is one example 

incorporating a game image control on the basis of input data from the operating switch 
20 or sound input data into the above-described modified example 1 of the pet-raising 
simulation game. The same reference numerals are applied to the process the same as that 
in the above-described Figure 23 and Figure 24 out of the operation in Figure 35 and 

15 Figure 36 to thereby omit the detailed description. 

If "NO" in the step S97 in Figure 35, the CPU core 42 detects operation input data 
from the operating switch 20 via the I/F circuit 54, and determines whether or not a down 
direction operation of the cross switch (cross key) 20a is present on the basis of the 
detected operation input data in a step S321. It should be noted that the down direction 

20 operation of the cross switch 20a as a determination condition is one example, and an 

operation of another operation button out of the operating switch 20 may be the condition. 
If "YES" in the step S321, the process proceeds to a step S103. Alternatively, if "NO" in 
the step S32 1, the CPU core 42 detects sound input data on the basis of the input from the 
microphone 34 via the I/F circuit 54 in a step S3 23, and determines whether or not the a 

25 voice input by a user is present on the basis of the detected sound input data. For 
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example, if the volume indicated by the sound input data exceeds a threshold value, or if 
the sound input data indicates a predetermined sound wave form, and so forth, it is 
determined the voice input by the user is present. If "YES" in the step S323, the process 
proceeds to a step S103. It should be noted that if "NO" in the step S323, the process 
5 proceeds to a step S 105 as it is. 

If "NO" in a step S 19 1 in Figure 36, the CPU core 42 detects operation input data 
from the operating switch 20 via the I/F circuit 54, and determines whether or not an up 
direction operation of the cross switch 20a, for example, is present on the basis of the 
detected operation input data in a step S33 1. It should be noted that the up direction 

10 operation of the cross switch 20a as a determination condition is one example, and an 
operation of another operation button out of the operating switches 20 may be an 
condition. If "YES" in the step S33 1, the process proceeds to a step S129. Alternatively, 
if "NO" in the step S331, the CPU core 42 detects sound input data on the basis of the 
input from the microphone 34 via the I/F circuit 54, and determines whether or not a voice 

15 input by the user is present on the basis of the detected sound input data in a step S333. If 
"YES" in the step S3 33, the process proceeds to a step SI 29. It should be noted that if 
"NO" in the step S3 33, the process proceeds to a step S13 1. 

It should be noted that in the above-described Figure 35 and Figure 36, a 
determination whether or not it is an image of the object to be operated is performed on 

20 the basis of the touch input data from the touch panel 22, the operation input data by the 
operating switch 20, and the sound input data by the microphone 34 in the step S 101, the 
step S321 and in the step S323, respectively. Furthermore, a determination whether or 
not it is not an image of an object to be operated is performed on the basis of the touch 
input data, the operation input data, and the sound input data in the steps S127 and S191, 

25 the step S33 1 and the step S333, respectively. However, the determination of the image 
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of the object to be operated may be executed on the basis of only the operation input data 
or the sound input data. That is, the touch input data may be utilized for the game 
processing on the game image displayed on the LCD 14, and may not be utilized as a 
determination condition of the object to be operated. In this case, a movement instructing 
5 means for inputting an instruction of movement of the game image between the LCD 12 
and the LCD 14 is the operating switch 20 or the microphone 34, and the operation input 
data or the sound input data is detected as movement instructing data. More specifically, 
the steps S97, S99, and S101 may be deleted in Figure 35, and the steps S127 and S191 
may be deleted in Figure 36. In such a case, it is possible to determine whether or not the 

10 game image is an object to be operated in response to a user instruction from another 
instructing means different from the touch panel 22 for making an input to the game 
image during the play. 

In the above-described card game also, it is needless to say that the display control 
of the game images between the LCD 12 and the LCD 14 is performed on the basis of the 

15 operation input data from the operating switch 20, or the sound input data from the 
microphone 34. For example, it is appropriate that it is determined in the step S45 in 
Figure 10 whether or not the obtained operation input data indicates an operation from the 
predetermined operating switch 20, or whether or not the obtained sound input data 
indicates a voice input by the user on the basis of the volume or the sound waveform, etc. 

20 Also, whether or not the game image is an object to be operated may be 

determined depending not on the input data from the touch panel 22, the operating switch 
20, or the microphone 34, but on a lapse of unit of time. In this case, the game images are 
automatically moved between the LCD 12 and the LCD 14 per unit of time. The method 
can be applied to a match-up game adopting a time-turning-method, for example. 

25 Furthermore, in each of the above-described embodiments, although the first LCD 



-72 



1683689 



12 and the second LCD 14 are vertically arranged, the arrangement of the two LCDs can 
be arbitrarily changed. In the game apparatus 10 of another embodiment, for example, 
the first LCD 12 and the second LCD 14 may be horizontally arranged. 

In the above-described each of the embodiments, although the two LCD each 
displaying a screen are provided, the number of the LCDs as a display portion may be 
changed as necessary. In the game apparatus 10 of the other embodiment, for example, 
one vertically-long shaped LCD is provided, and a touch panel 22 is provided on at least 
one of the display areas vertically divided, and two images may be displayed on the 
display areas. Or, one horizontally-long shaped LCD is provided, and the touch panel 22 
is provided on at least one of the display areas horizontally divided, and two images may 
be displayed on the display areas. 

Additionally, in each of the above-described embodiments, an input means for 
instructing an arbitrary position of the second LCD 14 (display portion or display area) is 
the touch panel 22. However, other pointing devices, such as a computer mouse, a touch 
pad, a 4#4ettablet, etc. may be utilized. In this case, an image indicative of an instructed 
position by the user, such as a mouse pointer and a cursor is displayed on the LCD 14. 

Although the ^ge^e«»4ave«^e»non-limiting illustrative embodiments feas-have 
been described and illustrated in detail, it is clearly understood that the same is by way of 
illustration and example only and is not to be taken by way of limitation . limitation. Jfee 
The spirit and scope of the pre s et - i nvention is intended to be fe ekHS-limited only by the 
terms of the appended claims. 
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